First screens and info: Syphon Filter 2 and Colony Wars Red Sun! 
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Since we havent had the opportunity yet, allow. us t 

$ go out and snap up some of those post-holiday games with your Si 
, (sequels were at an all-time high), there were some pretty grea 
© forward to the year at hand, things are a bit more sketchy. As , 
rE year 2000 and, as reported last issue, most developers are wi 
OFF@QUAKE.NET dirty with the PS2. This doesnt exactly mean well be scraping th 
Vagrant Story, Spider-Man, Syphon Filter 2, Colony Wars: Red Sun and Hat Shats 
them out. In addition, there are some pretty cool games in the works that ha 
the main | character and another has no arms and legs... 


of F Nigh and Magic, EXclusives on Syphon Filter 2, Calin McRae Rai W 
reviews and previews, our very own Mark Andravich put together a compr 7 
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Greg is sad thathes  —Dave is looking forward Marks New Year's res 
? been on the phone so to the holiday break and lution is to stop repur-— | 
_ much lately that he to finishing off some ing vid Dillion will be unavail- HI 
_ hasnt had any time to adventures that he has able for comment until meant that our raat 
do what he got into this started. What else the early thaw next readers had to work 
| industry for in the first would the publisher of a spring. He:anly asks overtime. In addition to 
| place — play games. gaming magazine do he couldnt that you please direct bowling, fishing, Ba 
Don't feel too bad for but... play more games, e. He thi le alon hem yelling! Phil all further inquires to and shooting stuff, he 
| him though, he recently in his free time? : yo Sena th copie ip ins was not there to " also plays golf... badly. 
spent a few days in | a que his high-hat Ask him about the time 
| France with Ubi Soft ork. Phil was busy a he popped his tee shot 
and another few days in. earching the planet for Fe ~_. up on a guy's roof deck 
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JOHN McCLANE IS BACK. AND LAS VEGAS WILL NEVER BE THE SAME, FLEX YOUR SKILLS IN ONE 
OF THREE UNIQUE GAME MODES: FIRST PERSAN SHOOTER EXTREME OR'VING, AND ACTION MODE. 
OR Mix ALL THREE MODES INTO ONE INTENSE STORY-DRIVEW DIE HARD ADVENTURE. SO TRY 
To SAVE SIN CiTy— WHILE TRY'NG TO SAVE YOUR OWN 8V1T. 
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Okay, the ditty last month wasn't the real ity. It was 

7 an imposter ditty that wasn't real. It was like a station 
wagon that has nice tires and a big engine. It looks like 

a family car but it's not, it's a hotrod. That's what the deal 
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a ( ~ for the tools required to do the cheating. Were going ee 
supply them to you in an orderly manner. 


We re having a hat-strenk of exclusive informationals tis issue 
and were showing off what we think are some cool games, Of = 
course, were showing you new P92 info, but then there's also 


Colony Wars Red Sun, Colin McRae, plus a bunch of big al! phat 
chubby hotties from Capcom. 
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= * | Sometimes when were talking amongst ourselves here in the 
PS came = |S office, we joke about starting new sections with funny names 
= , - like EXtrement, EXplode, EXpunge, EXcommunicate, EXtinct, 
i eles | es EXclaim, EXhippie, EXhale or EXhume. For this new section, 
= Maree et xs we'll just play it straight and call it EXtra. The next new sec- 
= ae = | onemummeeeeet, tion, maybe well get wacky. 
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en once ore Sen noe a : ie al plushies in the house. You know. But then he flips them = 

out of the way instead of... you know. That'll be all, pig, = 
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paint remover. If you ever run across a can of pastey 
looking orange goo that smells very citrusy, you can 
use it to strip the paint from your things and it's non- 


toxic. It's very odd and is almost like those orange pop- 
sicles with the white insides, but not'so cold and it disolves 
stuff with the power of citrus. 


We've trimmed down the SPorts section a little bit this month in 
order to prepare for a giant flurry of SPorts reporting activities 
that will go on, next month. It's still a good section. It's concen- 
trated sports goodness, which is wholesome and fun to read, 


Sia ak ia ik Ulcidi pil x jars tea wink viens 

~ that are brutally honest, full of hard facts and deliver all: 

the details you need to know, to make a game purchase dec 
‘sion, We will provide these reviews to you, full service. 

Welcome, gamer. 


Well take on the task of new-game reporting with extreme 
~ agility and a taste of home cookin again this issue with 
our latest preview section, especial. Thirteen games this 
. time means there's still a lot of good fun in store. 
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",..easily the most realistic and challenging skater yet" 
Official U.S. PlayStation Magazine -August 1999 


Over 100 tricks to pull. 


Legendary skate spots including China Banks, the 
Venice Beach Pavilion, Brooklyn Banks and more. 


9 competitive multiplayer and tournament modes. 


The best video game soundtrack ever compiled 
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Hot Topi 


I've noticed a disturbing trend lately, It mostly rela . 


to 3D platform or adventure games, but I'm sure it will spre 
to every other genre. The problem is this: First, the des 
decide to allow you to progress through a game 
locating every item or finding every secret. Second, for 
who do bother to try and obtain every item and sec 
reward is... nothing! 
I noticed this as I was playing throu CT 
you first beat the final boss i in the advel 
get to see the credits, eturn to bea 
~ completed 99% of the 
a slide show of Na 
that if | got Gold orb 
percentage was 10 
Not much — ju 
credits, | figured 
for managing to 


effort to try it? I dont ind es you, er Id be prety pissec 
off! 
CTR isn't the only offender. Remember the endir 


the original Tomb Raider? After spending a week to beat the 2 
game, you got to see a 5 second clip of an island blowing 
up, Big deal! The new TR:Last Revelation is worse — there 
are 70 secrets to be found in the game, but getting them | 
all will give you nothing! At least TR3 had an extra level 


for finding all the secrets. This appears to be the excep 
rather than the rule. I recently finished Toy Story 2, recove 


all the Pizza Planet tokens, but got nothing different than | 


when I reached the end by skipping them. 

I'm not exactly sure why companies all 
complete a game without finding everything in the first pla 
They ought to just make it — to pg to 
level until yc 1g ne 

possible reasi 


differ? As a as 2a asing the : replay vale. : 


there are better ways to achieve this goal. Make the g 


_ longer or more complex so that no one will be able to run 


through it so quickly — don't just add unnecessary eleme 


Human beings naturally take the path of least resistance. 
If I only need to win a single race to exit an area and see a 


Dear PSExtreme, 


I'd like to say good magazine, but | wish you would 
put in a rumors section... you know, things you've 
heard but aren't confirmed. Now, to the real 
comment. A while back the game Bloody Roar 2 
came out. I was amazed by the graphics! Ist, why 
don't all Playstation games look like that? and, 2nd, 
in my opinion the graphics for that game look 
exactly like the Sega Dreamcast! 


My thoughts, 
MIKE in AL 


Dear PSExtreme, 


Come on guys, you've got to admit that Medal of 
Honor ts the best game that Playstation has!!!!"! ] 
unin it's better than Golden Eye or anything. It's 
I'm glad they made 
it comanttels with a multi-tap, because me and my 
brother and my friend always play it together!!! ] 
just love your magazine. It's the best Playstation 
magazine I have seen. I love all the reveiws your 
magazine has. 


Medal of Honor lover, 
Paul Fastenau 


Dear PSExtreme, 


Knockout Kings 2000 1s a great game, except for 
the fact many boxers are missing. Boxers like Felix 
Trinidad, Mike Tyson, George Foreman, Tommy 


as graphics. O ya, the pre-fight intros are oustanding 
as well. I thought I was watching Showtime. 
However, regarding boxer selections, I would give 
it a neutral rating. | am a boxing fan and believe 
me, I play this game all the time, but imagine my 
dissappointment as | realized that all the boxers 
above were not even in the game as I scrolled 
through the boxers the first time I played it. It's a, 
intitle game EA but, for boxing fanatics, it is not 
complete because of the lack of current boxers that 
are also true knockout kings.I assure you | ain not) 
alone in my opinion, and that is why | wrote this... 
not to condemn but to alert you at what needs to be, 
done to make the next Knockout Kings. 


Peter Papakonstantino, 


Dear PSExtreme, 


Please let it be known that I am willing to distribute’ 
my copy of Thrill Kall. It is the full, uncensored 

version. No bugs! It is the BEST game I have, and” 
| have 100's of games. It makes Mortal Kombat 

look like Monopoly. Email me at: learjet@, 

home.com. If ANYONE ts interested Q or wants to, 

talk about the game! 


Dear PSExtreme, 


| love Sega's Dreamcast, for I know it will challenge, 
Sony and Nintendo. But, maybe Playstation 2 is 
close to Sega's Dreamcast. Granting Sega's delayed 
games and its high prices sucked, but the graphics. 

Greg... Graphics is the name of the game, even if 
you tell us that there has to be something behind the 

pretty pictures to make that good looking game a) 

great playing one. But, what in the world? Did Sony, 

just base or copy the idea from Sega? 

Dreamcast, 128 Bit! PlayStation 2, 128 Bit? fuh? 

Correct me if I'm wrong, but is this true? If'so, Sony's’ 

nothing but a second rate, trying hard copy-cat! 


Darwin Patricio 


new portion of the game, I'll do just that. You've got to make © 
it worth my while to stick around and race again, The problem - 
is, most companies are desperately trying to complete the 
main portion of the game to meet their deadline — extra levels 
and missions are secondary concems. While | sympathize, 
I'd like to stop teasing us. A game without secrets isn't nearly | 
as bad as a game which misleadingly suggests that it is worth — 
putting the extra time and effort into comple) : 


Hearns, Riddick Bowe, and Roy Jones Jr., to name 
a few, are missing. These are true knockout kings. 
However, good old Butterbean (a waste of time), 
Tim Duncan, and Marlon Wayans (not even boxers), 
are init. There might as well have been boxers like 
Peter McNeely, Tommy Morrison, and Michael 
Dokes in it. Trinidad 1s the champion of the division 
and he is not even in it? I say that this game gets 
two thumbs up for gameplay and fun factor, as well 


_) 


Dear PSExtreme, 


When is 989'Studios gonna give up on the Twisted 
Metal series? 


Baes Gang 


Maybe after the next one (5). 
Dear PSExtreme, 


I’ve just started receiving my PSExtreme mag and 
I’m really impressdd so far. I’m 40 years old and have 
been a gamer since the early Atari days. As far as all 
thé hype about which systems are the best, I’ve played 
them all and the PlayStation outranks ‘em all in system 
quality and games for my buck! But, here’s why I’ve 
written I’m a Resident Evil fan — I have them all — 
and have beat ‘em all farmore than once — the replay 
value isgreat! But, in RE2, provided you go from the 
beginning all the way to the RPD building without 
picking up anything along the way, you can then return 
to that tunnel, where there’s now a zombie! Kill him 
and you not only receive a key, but you find out its 
Brad Vickers (helicopter pilot) from RE 1!?! With this 
inymind, how then in RE3 do you not only run into 
Brad first in the bar, but he’s the first person you see 
killed by Nemesis? How 1s it possible such a serious 
mistake could have been made? It doesn’t ruin the 
game by any means, but it does put a dent in the 
storyline. 


Thanks, 
Robert L. 


Thanks for the praise, we definitely agree regarding 
which system provides the best entertainment for your 
hard-earned gaming dollars. As far as the interweaving 
Resident Evil storyline and Brad Vickers’ fate (imagined 
and written by Flagship), it’s entirely possible that 
when Nemesis killed Brad it infected him with the T- 
virus imthe process, thus making him a zombie. The 
events of both RE2 and RE3 are supposed to happen 
concurrently, so zombie Brad most likely meandered 
his way down to the tunnel. Makes sense. 


Dear PSExtreme, 


Hi there, First of all, let me begin by saying that I love 
your mag. I am a die hard PlayStation owner and 
am very fanatic about everything that has to do with 
a PSX. [have a technical question that I hope you will 
be able'to help me with. I had a mod chip installed 
In my PSX about 5 years ago. | read your December 
issue and was dumbfounded to find that some 
companies and Sony put codes into games to prevent 
mod systems from playing these games, Dino Crisis 
being one of them. The interesting thing 1s that | bought 
Dino Crisis when it first came out and my PlayStation 
has no problem playing it. My PlayStation also plays 
the demo of RE3 which comes with Dino Crisis, but 
when I use my Gameshark (ver 2.0) codes for RE3 


ee pulslie Spinian 


demo it brings up the red circle and Japanese text. | 
have since bought RE3 and it also plays on my 
PlayStation, normally and with Gameshark codes. | 
do not know if the anti-modchip code ts in RE3, but 
I have no problems with my PSX. My question 1s, 
does the code only work against some mod chips and 
not others, or am 1 just a lucky s.o.b. that my PSX plays 
these games? I hope that you will be able to answer 
this very perplexing question. 


long live playstation, 


ratboy169 


Yes, Ratboy169, you are one of the lucky ones who has 
a mod chip that is not detected by the mod-chip 
detecting code in some games. Actually, the anti-mod 
chip code wasn t really supposed to be put in any 
American released games. The code in Dino Crisis 
was left in accidentally, so its really only an issue if 
you're trying to play imported PlayStation titles (which 
is what most people got a mod chip for anyway). There 
are several mod-chip vendors who claim that their 
chips aren t detected by that code, but since it’s a grey- 
market kind of thing, you’re taking your chances in 
your own hands when you have your PlayStation 
modified. BTW, it’ not really that cool to get a mod 
chip installed so you can play pirated PlayStation 
games (we're sure YOU’RE not doing that). Real men 
own their games, legit. 


Dear PSExtreme, 


Do you guys still plan on having a PlayStation 
magazine with the advent of the new PlayStation? 
And, if so, are you changing names? Or, are you adding 
an additional mag to the one you guys have already? 
Need to know. 


Jackson-mpls 


Oh, yes, we'll definitely still have a magazine when 
the PS2 comes out. We're still discussing exactly what 
we ‘re going to do, but the idea, so far, is to change the 
format of the magazine to match the freshness of the 
new system, without losing the quality that makes us 
#1, #2 and #3 all rolled into one big, beefy, ink-coated, 
paper based product that you enjoy,so. 


Dear PSExtreme, 


Have you ever heard of a program that can play the 
PlayStation's movie format? I saw it once like two 
years ago, and 1 lost it. If you have any idea, or 
anything, it would help greatly. 


Thanks in advance. 
Franco 


Yes, there was a program for the PC that claimed to 
be able to play the movies from PlayStation CDs. We 
got it and tried it and couldn t get it to work with 
any of the games we tried. You had to put your 
PlayStation CD in your PC, find a file on the CD with 


a certain filename, copy it you your PC, then try to 
play it with this program. Didn t work too well. There 
were also some versions of the Gameshark that would 
let you browse and play the movies from your games, 
but the latest versions of the Gameshark have had that 
option removed, probably because it didn t work too 
well, either. 


Dear PSExtreme, 


First, the good news; I was very excited to hear that 
I got a free preview copy of your magazine when | 
ordered the Grandia Strategy Guide. Not to mention 
the 6 month free subscription card that came along 
with the magazine. I just received the free issue today 
and was very pleased with what I saw. Great reviews, 
great articles, and a general good feeling when going 
through your magazine. 

Now, the bad news; I got to the end, where you had 
the past ratings on games you reviewed, EXcavate. 
As | looked down through the games, much to my 
horror Suikoden II was down in the Bronze games 
at 75%! Whats up with that??? Whoever reviewed this 
game must of only played it a few minutes or just plain 
doesn't like RPG games. This game has so much to 
offer! | suppose because it didn't have FMV's every 
few minutes and wasn't in 3D it got the dated thing. 
These 2D games are much more pleasing to the eye 
then the 3D look right now anyway. Until the 
technology advances some more, | still vote for the 
look of Suikoden. And to be able to load the prequel’s 
saved game into the sequel was a very added bonus. 
All your hard work paid off in the first. The list goes 
on and on in this game: developing your castle by 
recruiting characters, the infinite possibilities from 
characters in your team, all the bonus and secret quests. 
I just don't get it, so maybe you could enlighten me as 
why this got such a bad review. 


Thanks, 
Steve & Deb 


Hiya kids. Hiya, hiya. Adam Pavlacka reviewed that 
one. He reviews almost all the RPG’, so he definitely 
has plenty of experience playing RPG’. No offense, 
but perhaps it’s you that hasnt played enough RPG’ 
to see that there are other, better, 2D RPG’ out there 
that knock Suikoden II down into the Bronze realm. 
Then again, it could just be a matter of tastes. The 
reviews are just one person ’s opinion and, as we all 
well know, different people have different strokes, some 
like Pepsi and some like Cokes. 
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Remember, the only thing to fear is fear 
itself. Especially in this deadly mercenary 
mission where your own emotional 
responses determine what happens next. 
So go ahead, make your move. Just be 


sure to keep your fear in check. 
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Interactive. PlayStation anc 


DIGITAL ENTERTAINMENT INC, - 


raster os eidos.com 


NON-INTERRUPTED 
GAMEPLAY for more 
debilitating action 
and power. Comes 

in handy for the 
THREE RUTHLESS 
MERCENARIES 
whose destinies 
you control. 


MOTION FX 
TECHNOLOGY. 
Pre-rendered, 
fully animated 
backgrounds 
creating a 
frighteningly 
real world. 


Breakthrough 
SUSPENSE/ACTION 
ADVENTURE game. 
Beyond your 
realm of fear. 
Beyond any 

3rd person 

game created. 


It can recognize your fear. Can you? 


Computer Entertainment Inc. The ratings icon Is a trademark of the 
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aa i Jedi Power Battles presents a series of one and two-player clashes 
between Force-wielding Jedi Knights and the Sith and Trade Federation’s most 
powerful droids, mercenaries and assassins. The game will allow players to 


JEDIPOWER BATTLES COMES 10 


Balm si take on the role of one of five Jedi characters: Qui-Gon Jinn, Obi-Wan Kenobi, 


! & alow players to one a variety of 1 ‘tothe 
mbat, including thermite bombs, shields and 
bolts. According to Lucas’ each Jedi will 


f the Force. Obi-Wan possesses quickness, agility 
png ign but has somewhat limited F orce powers 


ning as a Jedi Knight have provid him’ 
Force powers, and he excels at healir 
lower health. Plo Koon is gifted with an abundance 


as the ability to strike more quickly, though her 
bat skills are not as strong. The levels in Jedi Power 
es present specific Star Wars: Episode I-based 
nments. Inspired by past arcade titles such as Super 


3 } ngle and ES vii + ie: 
f ‘ered, ilaeic see rods unleashes more opponents 
ncreasingly complex battle scenarios. To be 
ssful, players must work as a team and use each 
er’s unique abilit ties to overcome the power of 
-and Trade ration. Imagery from the game 
ed in January. Look for Jedi Power Battles to 


L ag the first ac of 2000. 


jo 


ngth, though he is the slowest of all five characters. 
lly, Adi Gallia is the fastest Jedi Knight in the game 


ars, levels are based around platforms and obstacles. ». 
ust be — in various encounters Settings , 


wy AND CODEMASTERS ARE IN THE HOUSE 


to the streets of Manhattan in early December to promote Codemast — 
+ PlayStation. Approximately 50 members of the gaming press joined Skribble in Soho’ s Jet Lounge for an evening 
of sexccoed = wo", oF the new title. The music generator’s ease of u use was proven multiple times 
‘after editor sat down at the demo station. 

10unts of alcohol that had been consumed earlier in the night. 


or council members Mace Windu, Plo Koon and Adi Gallia, as you make your 


ry I I. Disney — ies to the 
handita! 


You would have thought that they 
would have learned from Frito 
Lay’s “Frito Bandito” debacle, but 
apparently Activison didn’t realize 
ii ai that the use of a Mexican “bandito” 
igtoy Story y) videogame would cause protests 
ffended Hispanics. There was no word from white 
ctivists protesting the use of cowboys, however. Disney 
wromised to change the look of the villain — a toy found 
in Al’s Penthouse western-themed level — in future 
masterings. Can you say instant collector’s item? Good 
thing Germans aren’t so thin-skinned, or else we would 
never have had the chance to play Medal of Honor. 


__ IMO cass 2 COMING T0Ps2 


bank on the fact that tt ere = will be a Resident Evil (Bio 
Hazard in Japat ne, but the surprise news is that one 
of the six will b srisis 2. While there are currently 
no details on the Bec we Fhepe to have more news 


for you soon. 


’s new MTV Music Generator 


nd created something on the 


~ BLEEM YS SONY — ROUND 2 


_ The latest round in the emulation battle between Sony and Bleem 
occurred on Friday, Dec 10, 1999 in the United States District Court 
for the Northern District of California. In a press release issued 
after the filings, Bleem, LLC (makers of the PlayStation emulator 
bleem!) announced that they were filing a counter-suit against Sony Computer Entertainment of America. Sony, manufacturer 
of the PlayStation, initially filed suit against Bleem in April 1999 in an attempt to ban their product from store shelves. To 
date, the Sony attempts have been unsuccessful. 

Bleem claims that Sony has “unlawfully acquired, maintained, and extended its monopoly in the video game market through 
a combination of anti-competitive practices, including misuse of copyright, patents and other intellectual property.” The 
company is also accusing Sony of “combination or conspiracy in restraint of trade, intentional interference with contractual 
relations, defamation, and unfair competition with regard to Sony’s well-publicized efforts to force show management to 
remove Bleem’s booth from the E3 trade event last May.” 

‘What makes the whole Sony vs. Bleem lawsuit interesting isn’t the fact that the issues are new, they’re not, it’s because these 
issues haven’t been brought to court. Other emulation products have either not gone mainstream or have focused on dead 
systems. The closest parallel to bleem! is a product by the name of MagicEngine. MagicEngine is a semi-commercial 
TurboDuo emulator that, like bleem!, plays the original console CDs. Because the TurboDuo is not a current console, 
MagicEngine has been allowed to exist without trouble. NEC, the original creators of the TurboDuo, partnered with Sega 
to produce the Dreamcast. 

This lawsuit is going to be a landmark decision for the emulation scene because it will decide if emulation is in fact legal 
or illegal in the eyes of the law. If emulation is found to be illegal, then emulation as we know it may cease to exist. 
_ Products such as MagicEngine, NESticle and KGen will disappear from the net. We know we'll be watching 
¢ ~| this closely, we suggest you do so as well. 
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NBA Live 2000 Crash Team Racing Tony Hawk Pro Skater 
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Tomorrow Never Dies Gran Turismo 
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e Night Fight. |; 


e Lock and Load. 
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eleStrosphere 
FROM THE MAKERS OF AIR COMBAT 


PlayStation 


ACE COMBAT" 3 electroshpere & © 1999, Namco Lid., Al 5 Reserved. PlayStation 
and the PlayStation logos are registered trademarks of Sony Computer Entertainment 
inc. The ratings icon is a trademark of th ital Software Association. 
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interact does not make old Shark ROMS available for « 
no way to restore this functional 
Blaze Xplorer FX instead. 
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in the US., t r 
wildly, depenc 


can be mapped to the X and ‘ 
supports if. Although it isn’t a 


Axis-lock is a nice feature to have, 
want to be jumping around. The 


Aloha...Hawaii is under siege from terrorist fanatics. 

As Eagle One, command the searing action and fly 5 
different attack planes, including the Harrier Jumpjet, into the latest 
hot spot. Turn’n burn, baby...it doesn’t get much Harrier than this. , 


¢ Pilot your fully loaded Harrier Jumpjet through 25 adrenaline- 
pumping missions. 

¢ Attack enemy planes, ships and ground forces in frenzied anti-terrorist action. 

¢ 1st & 3rd person views capture the non-stop heat. ) 

¢ Choose Action or Sim Modes to experience the battles in 2 different ways. > —< 


¢ Split-screen 2-player action puts you in the middle of head-to-head dogfights; 
or grab @ Wingman to take out the enemy in cooperative mode. 
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. screen. 


' CONTEST RULES: Anyone of any age can enter. The only people not 


"month will be chosen, at Dimension Publishing's discretion, based on the code 


sponsored by 


E SEND US YOUR CODES } 
; AND WIN BIG PRIZES! 


Each month we'll pick the best code sent a 
in by our loyal and intelligent readers 

and send that persona brand spankin’ ‘4 
new copy of AGETEC’s hotdestruction  ¥ 
- game for the PlayStation, Armored Core: 4) 
Project Phantasma or, if you’re funky- = «.# 
funky, fresh, AGETEC’s ASCIi Sphere 360 ‘4 


{ 


(you decide). But wait! That’s not all: if 
you act now, we'll also include AGETEC’s . 
_ super stylish ASCii Grip one-handed aS 
controller for the PlayStation, for your 
controlling pleasure, PLUS twelve (12) 

free issues of the best, the first, monthly 
dedicated PlayStation magazine, 
PSExtreme, of course! Whoa! That's a lot 

| of cool stuff for just a code; what are 

you waiting for? 


f WE HAVE A WINNER! } 


A very loud round of thanks fly out to, 

’ Manfred Wilson from Portiand, OR for 
the special Lego codes. Ummm [cough]. 
Excuse me [cough], but them’s rockin’ | 
codes, admiral. | 


Lego Racers 


Enter “ALLBIKES” as a password. 
Enter “BUTTON” as a password. 


Get some air, then hold © and press the D- 
pad in the indicated directions to perform the 
corresponding move: 

Vert Fenter Grab: ¥, # 

Superman: # ¥, » 

Bonzai: +, > 

Cordova: #, #, » 

Cliff Hanger: », ¥, # 

Side Heel click: ®, # 

Nothing: », #, # 

Super Fender Grab: #, +, ¥ 

Saran Wrap: #,%, ¥ 


No chassis or bricks 
Go to Build mode and start a new driver 


and input “NCHSSS” in the Make License © Go to the main menu, press 0,09,8, ©, @, @, 


©, ©. if you entered the code correctly, you 


Rocket car will hear the sound of an engine. 


Go to Build mode and start a new driver 

Gnd input “FLYSKYHGH” in the Make License 

screen. 

Turbo mode 

_ Go to Build mode and start a new driver 
and input “FSTFRWRD” in the Make License 

screen. 

No wheels 

Go to Build mode and start a new driver 

and input “NWHLS” in the Make License 

screen. 


Litiht, 


* 
eligible to win are employees of Dimension Publishing or AGETEC, their friends, ". 


family, pets and anyone they talk to or know of. Dimension Publishing reserves . Wy 
the right to make any and all decisions regarding the contest. One winner per i , 


or trick supplied by the entrant. tf you win but do not specify, in your code 
submission, which prize you want to receive, then we will choose for you. 


It has come to our attention that some of the codes submitted by our 
readers were out-and-out stolen directly from www.cheatcc.com and 
other web sites. This is not cool. lf you’re going to submit a code, you 
have to explain how to do the code in your own words. You cannot 
just copy/paste the text from someone’s web site and claim it as your 
own. This is plagiarism. Get with it, peeps. Don’t make youself look 
silly in print. 


t 
as 
Pause the game and press Select, Select, ©, 
©, , Select. if entered correctly, the game 


will automatically return from the pause 
screen to normal game play. 


the tools of the trade 
nn ee ee & tips 


At the main menu, press Select, Select, ©, ©, 
,©, . if entered correctly, 


you will hear a sound. 


At the main menu, press Select, Select, ©, ©, 
foi ot et et et i ut 
unlock all FMV sequences under the “Mov” 
selection in “Options”. if entered correctly, 
you will hear a sound. 


Pause the game and then press Select, Select, 
©, 2, , GED. if entered 
correctly, the game will automatically return 
from the pause screen to normal game play. 


Pause the game and then press Select, Select, 
©, ©, Select, Select, ©, ©. if entered 
correctly, the game will automatically return 
from the pause screen to normal game play. 


© © the game and then press Select, Select, 

@ Oo, @, ® to become invincible in 
che be the game where health packs can not 
be used. If entered correctly, the game will 
automatically return from the pause screen to 
normal game play. 


Pause the game and then press Select, Select, 
©, ©, Select, ©. if entered correctly, the 
game will automatically return from the pause 
screen to normal game play. 


Pause the game and then press Select, Select, 
,©, 5, Ca. to display various 
numbers dnd positions. if entered correctly, 
the game will automatically return from the 
pause screen to normal game play. To disable 


this code Press IGE, G43, G3. 


PLAYER 1 


' PLAYER 


¥ 
STEVEN 


oe 


To unlock Winston Churchhill in multi-player 
mode, Enter FINESTHOUR as a password. 


Enter ICOSIDODEC as a password. 
Enter GOBLUE as a password. 
Enter BADCOPSHOW as a password. 


To unlock William Shakespear in multi-player 
mode, Enter PAYBACK as a password 


To unlock a Steven Spielberg velociraptor 
dinosaur in multi-player mode, Enter 
SSPIELBERG as a password 

Enter INVASION as a password. 


Enter BIGGRETA as a password. 


PlayStation 


CTR(Crash Team Racing) Game ©1999 Sony Come 
InteraGtiveStudios, Inc. All rights reserved. PlayStation and 


It’s not driving. It’s a motorized beat-down. 
Leave skid marks on 25 different tracks. 
Reduce your fellow drivers to roadkill. And 
if you’re man enough to survive the hair- 
pin turns, you'll score a TURBO boost. 
Unless, of course, you get 86’ed bya TNT 
crate. Plug in the Multi Tap adaptor and 
up to four players can race to the ugly fin- 
ish. With over 12 playable characters in all. 
Basically, it’s a full-blown war on wheels. 


Inc. Developed by Naughty Dog, Inc. CTR and Crash Team Racing ar 


gos are registered trademarks of Sony Computer Entertainment 


Once he gets behind 
the wheel, things get ugly. 


is 
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Welcome to the Game Shark section. Bich month we'll listthe -% 


, newest and coolest codez right here for your cheat’n pleasure. +> 
Warning: These codes won't work without a Game Shark. For 


the latest codez and info, get on the internet and check 
www.gameshark.com, www.cmgsccc.com or 


i 


www.datel.co.uk. If you find a cede doesn’t work, you may t 
. need to upgrade your Game Shark. Check your instruction a) 


manual for details. 


' (Most of these codes are “unofficia "and may ¢ or ‘may not work 
} . correctly at all. Use at your own risk.) iy 


‘TOMORROW NEVER DIES (GameShark v3.2) 
Unlock All) Movies Gy... ... 2% 500CCA01 
“Invincible (Ali Mi : 
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Enter DASBOOT as a password. 
Enter STUKA as a password. 
Enter KOMET as a password. 
Enter TWOSIXTWO as a password. 
Enter MISSLEAGUE as a password. 


Enter VICTORYDAY as a password. 


m ALL TRUCKS 
) wm ALL TRAGKS 
ALL PIR A 


ALL OVIS 


UNLMOITED Sash 
STUNT MOBE 


To activiate all the codes in the game, Enter 
ZAKARY X ds a name. 


Enter SAD CLOWN as a name. 
Enter LEAD TO ROME as a name. 


Enter MAD HOOKUP as a name. 


Enter TURN TRICKS as a name to be able to 
turn while in mid-air. 


Enter YOKOZUNA as a name to increase 
collision effects. 


MISSION 16: PLASTRO’S REVENGE 
GOOD LUCKEH2!... YOU'LL NEED IT! 


BRIEFING 

HELICOPTER 1 

HELIGUPTER @ 
. START GEE 


© HELP 


2-Going Car-Crazy: » +, ©, ©, 4,0, +> 
3-The Train That Coul . > } 
4-Tan Terror-Tory: ®, @, COM ARA) 
5-Bug Bath: €, #,@, + - 
6-Uninvited Guests: ©, ©, @, ¥, ¥, @, &, 
7-Ant in The Pants: #, ¥, ¥, 4, >, « « ¢ 
8-Saucer Attack: ¢+ ¢+ @8 >> O 4, 4@ 
9-The Heat is On: @, @, @, ©, ¥, 4, 4, « 
10-The Melting Pot: ©, #, ¢, ©, 4, ¢, 4, 4 
11-River Rapids Riot: 8, ©, ®, ©, #, #, 4 
12-Nightmare Teddy: #, ¥, €, > 4,® 
13-Demolition Time: @, +, +, «+ @, @, ©, & 


* 
* 


* 


14-Pick Up The Pieces: ¢, ¥, +, 4, @, ©, @, © 


15-Have An ice Day: ¥, ¥, ¥, ¥, &, &, ©, © 
16-Plastro’s Revenge: @, 4,0, 4, @, 4, @, # 


in the passwords screen, type #, ¥, #, ¥, #, 
4,4, 4. 


4¥,4,0,0,<¢> 6, & 
6@,0,0,0,0,¢« 4,9 


At the zone selection screen, pause the game 
and then press HSN, GER, MSH, R1, then 
resume playing the game. 


At the zone selection screen, pause the game 
and then press ME, (G28, M2, GEE, then 


resume playing the game. 


At the zone selection screen, pause the game 
and then hold + i + + [EEE then 
resume playing the game. This will also 
unlocks the secret power-ups and the three 
classic black and white Pong versions. 


Turn Lara to North according to her compass, 
then enter the inventory screen. Then 
highlight the Small Medipack selection, hold 
O56 + GER + C+ GER + tandpressO 


Turn Lara to North according to her compass, 
then enter the inventory screen. Then 
highlight the Load Game selection, hold Hi + 
Ee + GEM + GEM + # and press O. 


Turn Lara to North according to her compass, 
then enter the inventory screen. Then 
highlight the Large Medipack selection, hold 
gaat came aaiaiaahai ee 
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Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 


«_.a playground 
for the more 
twisted 


imagination” 


“The mother of all 
urban turf wars” , " 


eer erent an 


RESPECT IS EVERYTHING. 


GET THE DEMO AT: 


pe 


Rockstar 
Motorola ae 
Pager with 

a purchase pices insioaa 
of GTAe2. 


: 424.60), plus $13-90 shipping/hendiing and all appiicabie taxes and FCC sharaes required at time cf order (non-refusdedie), No 

- Where local number is unavaiiabie.a tcii-free number may be offered tor an additional charge Aiphanumeric service avaliable at an additiona! charge. Purchase subject to 
egy not availabie in aii areas. Metersia- FLEX, Wordlins are trademarks of registered trademarks 
the DMA loge ers trademarks of DIMA Design Lid. Rocks!ar Games and the Heckstar logo are 


: {12} months prepaid numeric air #3 
‘31/00, Offer goad only where services coverage and iocai numbers are avai 
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CONTENT RATED BY 
SRB 


Enterprises, inc. Nintendo, Nintendo 64 and the."N* tog0. ate trademarks of Nintendo of America inc, © 1986 Nintendo of America inc. Licensed by Nivtendo.. | 
Screen shots shown were taken from the PlayStation version Of the video game.) oS So ee ee eee "8 can aha 3 


ECW is a trademark of HHG, Corp. ECW Hardcore Revolition™ aitd Acciaim@ © 1889 Acciaim Entertainment, inc. Ail Rights Reserved. Developed by Acclaim Studios: 
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Animated Violence 
Strong Language 


PlayStation 


CONTENT RATED BY 
ESRB 


 ecwis is@ trademark of HHG, Corp. ECW Hardcore Revolution™ and Acclaim® © 1999 Acciaim Entertainment, ine; All Rights Hasanvedk Developed by: Acclaim Studios Salt Lake City. All Rights Reserved. TNN® and the TNN logo are registered adienai of 
Enterprises, inc. Nintendo, Nintendo 64 and the "N' logo are. trademarks of Nintendd of America: inc, © 1996 Nintendo of America inc. Licensed aby Nintendo.” Prevention and the a reer meee are ee trademarks, of Sony ‘Computer ee dnc: 
Screen shots shown were taken from the Prayouation version of the video: game. 
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News on Syphon Filter 2, the sequel to PSExtreme’s 
1999 Game of the Year, continues to roll in. While 
we have yet to log any playing time on this bad boy, 
we are really excited about what is new — the story 
and the fact that we will be playing this game within 
the next month. We went to the good folks at 989 
and asked them for some of the details on Eidetic’s 
latest spy thriller and here’s what they had to offer. 


The game will sport the following features: the 
ability to ride atop moving trains and dodge enemy 
vehicles, the ability to save at checkpoints, the ability 
to walk and jump, advanced scripting technology 
that allows new levels of interactivity between 
the player and Non-Player Characters, the most 
deadly arsenal ever available allows Gabe to property 
dispose of the enemy, featuring 10 new 
weapons and high tech gadgets suchas . 


automatic Shotguns, Nightvision Rifle, Flame "™, 


Thrower, explosive Grenades, a Silenced 9MM 
Pistol, Tear Gas, Nightvision Goggles, Binoculars, 
a Crossbow and combat Knife. 


in addition, the game is going 

to be released in a two disc set 
with more than 20 new levels. 
Other features include: the ability 
to play through targe, 3D ae 
environments with huge levels, | a. «Me 
nasty bosses and an all-new ” 
action-packed plot, multiple 
targeting modes (default 
mode, manual look/aim, target 
lock) that provide shooting 
options for enemies with regular 
clothing, flak jackets or full body armor, 
the ability to keep enemies targeted 

_ while kneeling crouching, walking, 
rolling, climbing, jumping, strafing, 
throwing and running, amazingly 
fluid motions captured via motion 
capture technology that allow 


published by: 989 Studios 
developed by: Eidetic 
percent complete: 80% 
release: March 2000 


for precision movements, an advanced 
communication device that shows Gabe’s weapons, 
mission objectives, parameters and game options, 
Dual Shock support that allows the player to feel 
everything, an interactive MiDi sound engine — music 
increases intensity as action picks up, breathe in 
cold air, gunshot effects, shattering glass, dynamic 
real-time lighting and explosions that are all clearly 
visible, a two-player split-screen gameplay mode 
— you and a friend can play in fifteen different 
arenas, Gabe’s counterpart, Lian Xing, is now a 
playable character, and you can play as Xing in eight 
challenging levels. 


That’s all we can tell you for now. The walls have 
ears and Agency moles are crawling all over the 
place. We’ll contact you next month, after we’ve had 
a chance fo play the game. 


~~ 
: z 
>») > 
.. ae, 4 ‘ 
“= : = 
» Me e i z 
+ i ; 


DAVE 


can only imagine e anticipation the throngs 

experiencing in Japan. SCEI is alledging they will ship 

units out the door on Day One, with another 500,000 right 

them a few days later. Below are some new screens we ‘ve. 
gathered for you from just a few of the launch titles (Square’s 
The Bouncer, Koei’s Kessen, and Namco’s Tekken Tag Tournament). 
in addition, From Software has just revealed its newest PS2 
action/RPG Evergrace, which is also planned to be ready at 
launch. We'll have more PS2 news, screens and info in the next 
few issues, as well as a hands-on review come the May issue. 


KESSEN — Oe! 
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published by: Psygnosis 
developed by: Leeds Studio 
percent complete: 70% 
release: March 2000 


3 in the original Colony Wars, you 
}. piloted a rebel ship against the Cotoniat 
Navy and won freedom for the League 

of Free Worlds. A century later, you led the 
Navy as they fought against the League in 
a battle of Vengeance. Now, in Red Sun, 
you step away from the pore and take 
the role of Valdemar, a lone wolf who does 
things ‘1 hi sa ope eide can 


behind the batties ) discOler so even more sinister. it ~~ 
seems as if a powerful, but unknown, alien race.is using the latest | 
conflict among the Terrans as a cloak for their real plans. They 
are attempting to infiltrate the homeworld, for reasons know 
tititm—e=n onty to, themselves. As Vatdemar, you must not only stop the 
Res iens, but keep yourself alive. in the world of Red Sun, 
you're either a friend or an enemy and Vaidemar doesn’t 


| have a whole tot of friends. 


From a story standpoint, Red Sun seems to bes promising. 
| in the preview version we played, the cinemas were well done 
im (somebody actually spent money and made sure that the 
» company hired good voice actors) and did a good job of conveying the story. Both 
2») the cinema scenes (there are a total of 28 different cinemas) and the in-game 
surroundings lend a very “Babylon S” style feel to the game. Even the opening movie 

is somewhat reminiscent of BS’s opening sequence. This is a good thing. 


As the game progresses, you will meet two mysterious characters. The first is 
the General, a man who can project his appearance across space 
to converse with you as he sees fit. Little is known about the 
General, but he is the man who sends you on your quest. Although 
he seems nice enough, the General is careful to only tell you what 
you need to know. ts he truly your friend, or is he an 
enemy in disguise? The second character in the 
| game is a League 
Operative by the 


. 


do have a big job to complete. With no other 


‘\ layer ships to choose from. in 
eginning of the game, you'll have 


as you complete more missions and 


name of Diva. Like the general, she keeps to 
herself, but she does offer her help and you 


choice, you accept her help. 


The missions in Red Sun are presented in 
a non-linear fashion, so you can pick and eee 
them at your leisure. Because you are not aligned , 
with either side in the conflict, you'll fight for / 
whomever will pay you the most cash. This 
“free agent” status is a benefit because you'll 
be able to use your earnings for ship and 
weapon upgrades. 

Psygnosis hasn’t disappointed us in the 
upgrade department. Over SO new 
\ weapons are available and there are nine 
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imited access to the upgrades but, 


earn more money, you’(Lbe able to buy the cooler stuff. 


The game universe is set across five different solar 
systems. One system is from the Colony Wars: Vengeance 
aoe « the others are new. More than SO different 
missions are spread out across those solar systems, 
with both ground based and space based objectives. 
There is more than enough variety here to keep even 
the pickiest players happy. 


Veteran Colony Wars players will appreciate the 
fact that the game controls have been preserved. While 
some of the controls may not make physical sense (the 
ships in the game still have no sense of inertia), 
preserving continuity is a good thing. if you’ve played 


_ prior games in the series, then jumping into the fray 


here shouldn’t present a problem. Both the analog sticks 
and the vibration function are supported as well. 


Visually, Red Sun appears to be a step above the 
prior releases. Ships within the game have more visible 


detail than before, resulting in a more believable 


universe. Flying though space, skimming along the surface 


launching into a jump gate as a fens ‘tas | 
flare glints across your cockpit is 
beautiful sight. Psygnosis has never skimped 
on eye candy before, and they aren’t about to start 
now. Music for the game has been recorded by a full 
symphony orchestra and sounds great — no worries — 
about poor quality MiDi music here. 


Despite the early state of our preview copy, the 
game’s promise is already showing through. The Colony 
Wars series has been one of Psygnosis’ bright spots and 
it looks as if the streak is going to continue. With the 
game in the capable hands of Psygnosis’ Leeds Studio 
(the same studio that produced Wipeout 3), there is no 
doubt that the final product will be better than the 
previous two Colony Wars games. About the only thing 
that would make Red Sun a better game is if Psygnosis 
securéd the Babylon 5 license. Of course, that is a pipe 
dream (interplay already has it), but it would be nice. 
if anyone could do a Babylon 5 game justice, it would 
be the Leeds Studio Colony Wars team. 
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published by: SCEA 
developed by: Codemasters 
percent complete: 95% 
release: March 2000 
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Having so many racing titles available 
for the PlayStation makes it pretty difficult 
to decide which ones — outside of the Gran 
Turismos and Need for Speeds — to spend 
that hard-earned dollar on. Let us make 
it that much easier for you, because Colin 

) Rally is definitely worth looking 
been available in Europe 


i 


iy 


belt a number one seller), Colin 


} Rally is finally making its way 
eside, compliments of our.friends 
at Sony a aa Entertainment of 


Ww any ant changes 
3. Version - —and why should there — 


sah delivers the best and most UP for on the pomapicy side. 

realistic rally-racing experience = CMRisasimulation-oriented racing game. 
available on a home console. For those _ There are 12 world-class rally cars available 
of you who don’t know (and actually with each car precisely modeled, and 
care), Colin McRae is a former World performance and handling has been taken 
Rally Champion and multiple title directly from the car manufacturers. Like 
holder in the European World Rally Gran Turismo, you can really see and feel how 
Cross Circuit. the cars should react — especially to the 


different terrains/of each course. Controls are 
very tight and responsive, and it feels so 
realistic that it’s not a stretch to say Colin 
_ McRae is the cream of the Rally racing crop. 


he way CMR is played is not like your typical 
ing game. You don’t physically race against a 
of other cars on the track. What you do race 
is the clock and the times that the other 
vers make on each course (and these courses 
ices) You are the only one on the road... it’s 
ou against the clock, the terrain and the weather. 
lis being the case, you really need to rely on your 
1avigator and partner (who happens to be Colin 
AcRae’s real-life partner, Nicky Grist) to help you 
aneuver and anticipate the road. Since this is a 
a me, you’ll get the opportunity to race across 
| eight different countries, including the exotic jungle tracks of indonesia, the dusty 
_ plains of Australia, the muddy forests of the UK, the dry, rugged roads of Greece, the 
, aaron mountains of Monte Carlo and Sweden, the rolling hills and farmlands of 
Zealand, and the ‘cone roads of Corsica. Whew! There are six races per country, 
including Spee 
simultaneously; au 
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es where two cars rally on an inner and outer stage loop 
ic to the real head-to-head event. 


orb 


The game c s a little bit of wren and strategy. Before a race, you 
really need to | the 2 type ae jeathe + you ‘re going to be dealing with. 
eer That way, yc | 2 Ff "y ddjustments to your car before your 


next pit stop — | iF sensitivity, acceleration vs. max 

speed, etc. Y ry two races, so your car is more 

than likely golr g 1 ir repair time and ultimately affecting 
Pe overall s r bo many Spills. 


e style, fr break to help keep in that turn tight. 


, | J ly populated genre, it’s always good to see a few good quality titles make 
it out of the gates and ahead of the rest. Colin McRae Rally is one such title. Look out for 
the game to hit the shelves around mid-February 2000. NEES ON 
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If you’re a gamer, then you 
need no introduction to 
Capcom, a video game 
company that has been 
producing classic after classic 
for the last 15 years. One look at 
their impressive roster, which 
includes in no particular order, Ghosts and Goblins and Ghouls and Ghosts, Final Fight, Strider, Willow, Bionic 
Commando, the 194X series, Mega Man, Forgotten Worlds, the Street Fighter series, the Resident Evil series, Breath 
of Fire I, Il, and Ill, Mercs and Commando, and some of the better Disney titles for the SNES (Aladdin, Goof Troop, etc.), 
and it’s easy to see that this is a company that knows how to create everlasting gaming experiences, generation after 
generation, that few other developers/publishers could ever dream of reaching. For the year 2,000, they are already 
off to a great start. Besides some of the best Dreamcast games coming to the market (Resident Evil: Code Veronica, 
Street Fighter Ill), they also have some great PlayStation titles. Below are previews of their first quarter product. 
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’ due toits wacky, anime-style characters and Japanese flavor. We were wrong Some 
i it’s not the first time). Based on a popular Japanese comic book, this 2D fighter comes 
_ Straight from the arcades and introduces afew new featurestothegenre(whichCapcom ~) ‘ 
' pretty much owns) while staying true to their Street Fighter roots. y a 
The standard features and modes in the game include 18 selectable characters 4 
(four hidden), multiple modes of play (arcade, versus, training, etc.) and tons 
of moves, including specials, supers, combos, counters and the like. 
New features found in the game include three distinctive Attack Systems © 
)) and a Super Story Mode, the latter unique to the PlayStation version. The Attack ‘/ 
ere Systems range from the Stand Attack System — which lets players activate 
* | and control a character’s materialized energy — andthe Tandem AttackSystem “ /- 
| | — a super combo move which allows the player to program the attack 

_ commands for his “Stand” persona, setting the ultimate special combo move 
iV! i in motion — to the Stand Rush Attack System — which gives novice to hardcore 
NV iW players the ability to deliver devastating fighting combina tions. The Super Story 
Mode follows the original comic book story giving players the opportunity to play 
as and against the numerous fighters inthe game while the plot unfolds. This modealso 
offers up a variety of cool mini-games in between the action. 
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Street Fighter EX2 Plus 


Marking the second time Capcom’s most successful franchise has jumped from 2D to the 3rd dimension, Street Fighter 
EX2 Plus promises to deliver Capcom’s signature gameplay and trademark control that we’ve all come to love and enjoy 
for well over the last decade. 

Featuring many of the legendary SF fighters and joined by an eclectic new cast of Capcom characters (each with a link 
to previous Street Fighter games), SF EX2 Plus is shaping up to possibly be the PlayStation’s best, and last Street Fighter hurrah. 
Some of the old-school characters returning to the arena include Ryu, Ken, Chun-Li, Guile, Zangief, Dhalsim, Blanka, Segat 
and M. Bison. In addition, players will get the chance to play as Garuda, Shadow Geist, Kairi, Hotuko, Doctorine Dark, Skullomania, 
Sharon, Nananse, P. Purna and Darun (most from the original SF Ex Plus), as well as Rosso, an all-new character who utilizes 
her father’s inventions to defeat all who oppose her. 

Here’s a list of most of the features included in the game: Excel Move — players can create their own custom combo moves 
and execute deadly chain attacks, Meteor Combo Super Attack — a move each character possesses and reserved for when 
the super combo gauge is at level three or higher, Guard Break — introduced in the last game and gives the player the 
ability to break the defense of their opponent, Super Cancel — players have the ability to deliver super combos to devastate 
their opponent. In addition, Capcom has continued the tradition to offer up much more than a straight arcade port. Expect a 
variety of game modes which range from the standard Arcade, Vs, Training and Practice, to the new Trial — which commands 
players to execute specific moves, chains and super combos, Director — allowing players to edit replay data to make their 
own movie, and Bonus — which tests es reflexes and fighting skill with a 3D version of the — barrel mini-game found 
in the original SF2. av seen _— ai 
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chastised in the past, there’s no arguing that each one has been exponentially 
_| better than the last. Their latest coin-op translation, Marvel Vs Capcom, might just be the best yet. 
Delivering arcade-style action in pure Capcom form, MVC pits some of Capcom’s 
legendary characters and Marvel Comic’s world-famous super heroes against the »- 

—— diabolical villain, Onslaught. aa 
~~ “ta forthe firsttime, Capcom's exclusive “Vs” Cross Over Modeallowsatrue ¢ *\ 
tag-team match on the PlayStation (this feature was omitted from their X-Men | Wi » 

~S TA 


vs Street Fighter Ex due to the PlayStation’s limited VRAM capabilities), whichis 
realized by pitting characters against an identical team of opponents (thus, 
the PlayStation only has to load in the animation from two characters vs 
NPV four). In addition, the game offers up two unique modes of play selectable < 
‘1 Ga at the beginning of each battle. In Partner Heroes Mode, players choose one 
special partner from the regular character lineup to deliver a special attack in time of need. 
In Special Heroes Mode, players are given the opportunity to select from a list of 20 quest 

characters (which includes our favorite, Arthur from Ghouls and Ghosts) — each possessing 
a unique way of assisting the main character during battles. The character lineup includes some of 
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5 t ike Reaverbots... 


Remember Tron, Mega Man’s female rival from Mega Man , 3g 
Legends? Well, she’s now madeit big time andisstarringinherveryown3D _ 
PlayStation adventure come February. Inthe game (which takes place before — 
Legends), Tron Bonne and her trusty Servbots circle the world in her air ship, 
Gesellschaft, in search of adventure and priceless treasure. As the story 
unfolds, you'll find out why Tron, the protagonist, becomes the evil antagonist 
as portrayed in Mega Man Legends. 

Featuring a unique blend of action/exploration, role playing, plenty of 
puzzle solving and a new and improved 3D polygonal environment, Tron 
Bonne promises to satisfy Mega Man fans and newcomers alike. The game 
sees both the return of familiar characters from Legends while introducing a host of new ones to the series, including 
most of the Bonne family — from T. Bonne, the eldest son and leader of the family to Bon Bonne, the youngest 
son and brave fighter, to the Servbots, the leggo-looking yellow guys who are ever faithful to their master, Tron. 

Designed by the same team who produced Legends, Tron Bonne looks to incorporate a variety of new and 
improved features, which includes the “Command Bomb System”. This feature allows TrontoinstructtheServbots 
through the use of a mind-controlling shot. When a shotis deployed, the ‘bots immediately go towards it and take 
any and all necessary actions, such as attacking the enemy, finding hidden items and activating and deactivating 
switches. 
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was announced as ie = rly tes “Spe al blue. and-green-color ed systems known as debugging 2 


Inits | play any game from any country, as well as 
, sot shite development. if you’ve ever heard of the term 
»d-chip,” this is what the alteration is supposed to do — 
you ptay import games from Japan or the UK on your 
ican PlayStation. it also-voids your warranty, ‘by the way, 
carefull Because “mod chips” are.also used fo allow. 
y illegally copied games, Sony is ‘actively trying to- 
- rt people from “modding” their-systems by redesignitig 
Bs: the 2 Pay ttion of adding detection programs to.certain — 
--$ ware} in our Seog: ‘the hassle-isn t worth: the pete: 


Play Sta tion Soranied with? plc Sas torch tae ayet ; 
~ ital SHOCK dubbed the PSX. The spans 
st fest See = in. “the Us: S. ‘or 


—— er snt ways to hook your PlayStation = 
pr SaeF jacks. and. a S-Video ack Following eto ho fo. q television. ify you are e using an older television without 
of units overheating, a problem stances never: Fan Gcks and don’t have a VCR, you'tl need an RF connection. - 
sie Sig i id with its: =. hese dre sold Separately and connect: the PlayStation to the: 

“cable input of the television. With a VCR, or a TV that has input 
though: ~jacks; you can use the cable with the red, white and yellow 
acks,- plugs onit that comes standard with the PlayStation. Thered 
{ Out.- ks white Seu the audio ime ee and teft), and ne 


seit fort the Sey an §-Video. connection is also available 
ip mh eras, 5 so it removed. aan You'll needa television with an S-Video input, 
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~The PlayStation Paitin came packiped with a single 
digital controller. A few years tater, Sony released an analog 
= controlter which. added mae small a This controller 


PI ayst ation sige currently packed with. the system-and-now 
comes in several different colors. if it doesn’t seem to work 
with a particular game you are playing, check-the back of the 
jewet-case to see if analog control is supported: if not, chances 

are the game came out before these controllers were available. 


if you've seen an N64 or Dreamcast, you might have noticed 
that they have four controller ports, whereas the PlayStation 
only comes with two. Fear not, there is a way to get more people 
to play! itis called a “multi-tap,” and it looks like a _- 
boomerang with four controller ports on one'side 
and a single connector on the other. The nice thing 


about this is that you can use two multi-taps to 


allow up to eight people to play simultaneously! Granted, vf 


most people cannot afford the cost of two multi-taps and eight 
controllers, and only a few sports games allow this many people 
to. play-at-once, but the ability is there if you need it. 


Aside from the standard controllers, which are 
manufactured both by Sony and numerous third parties, 
specialized controllers are also available. These include 
things such as steering wheels, a mouse, a trackball, 
arcade-style joysticks, light guns, flight sticks, fishing 
~ >-rods, and even a one-handed RPG controller. Check the 

back of the game packaging to determine whether or 
not a game can take advantage of a specialized controller: 
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When videogame consoles moved from.cartridges to CDs, 


they lost the ability to write and save data directly to the game — 


itself. Thus, you'ttnotice-that your PlayStation has two 
small stots marked “memory card” above the controller & 
connections. Think of the memory cards as bookmarkers 


chan ang ss you might have made toa game. 

‘ds provide 15 “blocks” of memory. Again, 
check the back of the. game packaging to see how many blocks 
a game will-use. The majority of games use only 1 or 2 blocks, 
but-games that allow you to save replays (such ds Gran Turismo) 
and sports games (such as NFL GameDay) use.5 or more. You 
cdn-erase-or copy memory card information from the 
PlayStation’s menu screen. All non-Sony memory cards are 
unlicensed, which means the creators have not gotten Sony’s 
permission. We have personally experienced problems with 
these cards, especially with the “mega memory cards” promising 
three times as much storage space — so fet the buyer beware! 


Another peripheral which needs mentioning is interact’s 
Game Shark. This device used to plug into the expansion port 
on the back of the PlayStation, but since newer systems lack 
the port, the current Game Shark model connects = 
via gd memory card slot. Either way, the purpose of the (—==.¥ - 
Game Shark is to allow users to “cheat” by temporarily a 
modifying games to give themselves unlimited lives and ~~ 
ammo, dn infinite amount of time, more money, etc. we: 
The Game Shark basically searches through a game's code 
to find where certain values are stored and changes these 
values. Game Shark codes are routinely published in various 
magazines, but you can also use a Game Shark to “hack” your 
own codes for new games. Be warned, however — it is a long 


and tedious process which may be beyond the abilities of most 


pre-teenage gamers. 
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rie Games 


os A system is only as good as its games, and the PlayStation 
_~ has some of the best. interestingly, the PlayStation is packed 
witha demo disk rather than an actual same (although a 
deal with Ridge Racer was available at launch), The demo 
disk will give you a taste of several different games, as will the 
Jampacks which are periodically sold in stores for $5:each. The 
PlayStation Underground also releases four subscription-only 
disks per year which contain videos, save game files and codes, 
in addition to game demos. 


Originally, PlayStation games.came in large plastic or 
cardboard boxes. Only later did they switch to the jewel cases 
commonly used for audio-CD’s. You might have noticed some 
PlayStation games with a green boarder instead of the usual 
black one. These are the “Greatest Hits” sames — titles which 
have sold over 250,000 units and are now, a year or more after 

, their initial release, retailing between $24.99 
to $19.99. if you are ever undecided about which 
games might be the best, the “Greatest Hits” 
line is a good place to start. At least you know 
what a million other people thought was a good 
game... Here’s the current list as of December: 


1. lExtreme, formerly ESPN ~ 19.Die Hard Trilogy (Fox interactive) 
Extreme Games (SCEA) 20. Doom (Williams Entertainment) 

2. 2Extreme (SCEA) 21. Fighting Force (Eidos) 

3. A Bug’s Life (SCEA) 22. Final Fantasy Vii (Squaresoft) 

4. Abe's Odyssey (GT Interactive) 23. Formula One (Psygnosis) 

5. Air Combat (Namco) 24. Frogger (Hasbro) 

6.- Alien Trilogy (Acciaim) 25. Gran Turismo (SCEA) 

7. Andretti Racing 26. TNN Motor Sports Hardcore 4x4 
(Electronic Arts) (ASC) 

8. Battle Arena Toshinden(SCEA) 27. Jet Moto (SCEA) 

9. Casper (interplay) 28. Jet Moto 2 (SCEA) 

10. Castlevania (Konami) 29. Loaded (interplay) 

11. Cool Boarders 2 (SCEA) 30. Madden NFL ‘98 (Electronic Arts) 

12. Cool Boarders 3(989Studios) 31. Mortal Kombat Trilogy (Midway) 


13. Crash Bandicoot (SCEA) 

14.Crash Bandicoot 2: Cortex 
Strikes Back (SCEA) 

15. Crash Bandicoot: WARPED 


32. Museum Vol..1 (Namco) 

33. Museum Vol. 3 (Namco) 

34. Nascar “98 (Electronic Arts) 
35. Road & Track presents The Need 


for Speed (Electronic Arts) 
16. Croc So eee 36. Need for Speed Ii 
~~ interactive) : > --(Electronic Arts) 
17. Destruction Derby (Psygniosis) soe 


aar aS : 
18. Destruction Derby 2 (Psygnosis) 38. NFL (SCEA). 
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47. Soviet Strike (Electronic Arts) - - 54. The Lost World: Ju ¢ Park: | 60 Twisted Metal 3 (989 Studio 
~ 46. Spyro the Dragon (SCEA) eS ; tic ectronic 

49. Tekken (Namco) - 

50.Tekken-2 (Namco) . 

al. Test Drive 4 (Accolade) - 
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Tell us a bit about the Might and Magic series. 
How does Crusaders fit into the storyline? 
DG: COMM takes Se ina new Mei of the Might and 


detailed chadkiefer abieopheae ‘so we wanted to 
create a game that had the “feel” of a Might and 
Magic put together with c a new action-based game 


play dynamic. 


is this the same as the Crusaders of Might and 
Magic that is being released for the PC, or are they 
two completely different games? 
DG: They are essentially the same in storyline and 
game dynamics, but because the games were 
developed by two different teams who specialize in 
the strengths of the PC and the PlayStation, 
respectively. You'll notice the common story thread 
and basic premise, but each one has its own unique 
aspects. 


What prompted: thed decision to bring this series 
to the PSX? : 
DG: We didn’t want Might and Magic to be limited 


to RPG and strategy genres and, by the same token, 


there’s no reason it has to be limited to PC. We have 
a ton of back story ere that 2€ applied to a 
variety of game genres and platforms. We make sure 
that these spin-offs enhance and grow the Might and 
Magic heritage and fantasy world. 


Who are the characters in the game? Drake? 
Celestia? Are they new for this game or will long time 
players of the Might and Magic series recognize them? 
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DG: They are brand new to the game, but they are definitely 
products of their Might and Magic upbringing, so to speak 
:) And, you’ll see more and more crossover-story as 
this series continues to develop. 


How would you classify the game? is Crusaders more 
of an RPG or is it an action/adventure type of game? 
OG: The emphasis is solidly on action. The RPG elements 
really come through in that Drake interacts with other 
characters, is sent on quests, and can buy and sell objects. 
We have consciously designed a variety of RPG elements 
into CMM, the most important of which is character 
development. CMM is not a “power-up”, level-to-level, 
linear game. Drake gets better with different weapons. 
The more you use them, the progressively stronger and 
more competent in the game world he gets. 


You have the ability to cast spells in the game. Is 
magic central to the plot, or is it just another way of 
fighting enemies? 

DG: Well... the title is “Might and Magic”. Heh. Of course, 
magic is central to the plot. Everything about the world 
is magical in some way. However, the spells that Drake 
has gathered to him are generally of the “battle magic” 
type (i.e., spells of an offensive or defensive nature). Still... 
Drake has Mage Sight and is contacted by Far Seeing spells, 
and the plot of the game revolves around major magical 


and political happenings. Yes, | think magic is very central to the plot. 


How difficult was it getting the 3D engine up and running on the 
PSX? Any interesting obstacles? 
©: Not really anything unusual. Making a game for the PSX Is very much 
like making a game for the PC back in the DOS-only days. Sorting 
done by painter’s algorithm, limited colors for textures, etc. If you can 
handle those challenges (and | was in the industry back in the 386 days), 
then the PSX only has a few new limitations, like sound RAM and such. 


Has the PSX format necessitated any design changes? Have you 

had to drop anything from the original plan because the PSX hardware 
just couldn’t handle it? 
»o: I've never worked on a game where something wasn’t dropped 
because the engine couldn’t handle it. This game was no exception. It’s 
very easy to overdesign a same and make it so that nothing is done well 
because the team tried to cram all of creation into the package. We 
scaled back early and avoided this by concentrating on the really fun 
features that our game centers around (like combat, exploration, 
character development, etc.). 


Will there be a soundtrack in the game or will it just feature 
ambient sounds? Why is that? 
>: We use MIDi music to accentuate certain areas of the game. Some 
areas rely on ambient background noises only to set the mood. Why 
is that? Well... how many times have you seen a movie where music plays 
all the time, in every scene? It’s a rare movie indeed that does that. 
The reasons are many, but include not getting oversaturated with 
the soundtrack, and music tends to excite the scene and add pace 
when used properly. 


Is the game tied in with the quest system or will you be able to 

roam about at will? Are the quests always given in the same order 
when you play the game? 
DG: The quests are fairly linear, but not all quests have to be 
completed before others are awarded, hence we've developed 
d very open ended player progression. Many times you have to 
complete “quests-within-a-quest” in order to fulfill the obligations 
to a much larger quest. You can roam about many of the worlds 
at will, but events unfold in a storyline progression to accentuate 
the dramatic pace. 


About how long does it take to play a complete game of 
Crusaders? 
DG: ’ve completed the game in two days. But | know where every 
single monster and event takes place, what their strengths and 
weaknesses are, which combats to bypass, etc. | think that most 
gamers will get upwards of 50 hours of gameplay out of this game. 


is Crusaders targeted towards fans of the series or 
new players? How hard is it to simply “pick up and play?” 
»G: The storyline is designed to interest both sets of people 
you mentioned. Also, the initial scenario has a host of Training 
Tips and a very gradual difficulty ramp so that anyone can 
pick this game up and get into it... even without reading the 
manual. 


What types of RPGs does the development team 
play in your off time? 
DG: Everquest, FFVill, M&M Vil, are the predominant 
ones right now. We play lots of sames. 


What are some of the inspirations for the game? 
Do you read a lot of fantasy novels? Watch a lot of 
movies? 
DG: I've read, and continue to read, hundreds of 
books a year in fantasy and sci-fi. Love the movies 
also. All of us do. Some of my favorite novels? “The 
Chronicles of Thomas Covenant the Unbeliever”, 
“Hyperion” and “Fall of Hyperion”, “Lord of the Rings”, 
and “Watership Down”. 


How long has Crusaders been in 
development? 
0G: We've been working on the game for about 
a year and a half. 


Are you doing any work on the PSX2? 
What do you think of the new system? 
»&: We have development systems in house 
that we’re playing with, but we’re 
not quite ready to talk about 
our plans just yet. 


When is Crusaders due out 
on shelves? 
>: Q1 of 2000. 


Anything else you would like to 
add? 
OG: This game is the tip of the iceberg 
and not all the plotlines are resolved 
completely here. One of the beauties of 
working with 3DO is that it’s committed to 
franchises and we can actually create story 
arcs that encompass more than one release of 
a game. Therefore, we've left some stuff in place 
from this game that ties indirectly with the next 
chapter. Making the sequel is going to be a lot more 
fun because everything already works. it will be a 
design fest and the kind of project | 
love to do. | can’t wait. 
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lee ‘le | . : ould the/next tomb Lara Croft 

Bedi = enters be her own? Find out in 

Tomb Raider: The. Last Reveladow: 
her latest adventure. With 


| ae | seamlessly integrated gameplay and 


yi i t A, FMV sequences, new skin 
cs "= , F) and 3-D fexture mapping, diabolical 
, : "a Ces uf : nee : new puzzles and a totally new 

| inventory control system this is a 
totally new Tomb Raider. 


Let's just hope it’s not Lara’s last. 
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| ee. THE 
\ | i | LasST REVE LATION 
\ | i] : tombraider.com 


No one can argue that there 
has been an abundance of memorable 
gaming experiences found on the ‘jy 
PlayStation. My last four years have been filled 
with such experiences, courtesy of Crash 
Bandicoot, Lara Croft, Solid Snake, Spyro the § 
Dragon, Ken and Ryu, Gabriel Logan, Sir Dan 


", 


While these have all been well-known and well- 
marketed products for the most part, no other 
game has taken me by such surprise with how 
amazing and wonderful it is as Tomba! 2. 
Tomba! is the brainchild of Mr. Tokuro Fujiwara 
and his company Whoopee Camp, who previously 
spent his gaming career at Capcom of Japan 
developing such classics as Ghouls and Ghosts, 
Demon’s Crest, Bionic Commando and even the 
original Resident Evil. in my opinion, his vast 
gameplay knowledge and design abilities put him 
in the top-tiered league with the likes of Shigeru 
Miyamoto and Yuji Naka. You'll be hard-pressed 
to find other PlayStation titles that come close to 
“\_ packing the amazing amount of detail, varied game 
“4 mechanics, longevity and ingenuity tha Tomba! 2 
offers — all packaged together 
and lush 3D world. it’s definitel 
happened to miss the original 2D Tomba! (wt 
shipped a few years ago without much fanfar 


to pick up and experience this brilliant sequel. 

sa tities 3 Taking place not too long after the first 

yp Tomba!, peace and tranquility have returned to 
all the countryside since the pink-haired wild boy 

defeated the evil pigs. Unfortunately, the swine 


So N didn’t throw in the towel that easily and have ~ 


come back with a vengeance. Not only have they 
once again taken over most of the continent, they 
have made it personal by kidnapping Tomba’s 
one and only true love, Tabby. Tomba, along with 
his friends Zippo and Charles, must once again 
set out.and put a stop to the swine before they 
take over the world with their evil, pig-like ways. 
In order to do so, Tomba is going to have to 
complete well over 100 objective-based events, 
which will have him scouring the countryside 
for items, power-ups, clues and information. 
The backbone of Tomba! 2 is the A.E:S. 
(Adventure Event System), which is constantly 
throwing new missions and objectives at Tomba 
as he completes the ones at hand. Some events 
are ds simple as finding an item in one location 
and bringing it to another, while others can be 
complicated, multi-event affairs that won’t be 
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Fortesque, and Jill Valentine (to name just a few). * 


but it would be a downright crime if you failed - 


__ blocking your path with sand from a wheelbarrow. 


__ Each of the events are mini-puzzles in and of 
“~~ themselves and some are quite ingenious in their — 


completed “ay 
until much later — i 
in the game. One ~ ¥ 
example of this is 

finding a clay spatula. it 

can be found inside avase “ 

that you inadvertently broke. 
Now you have to fix the vase. inorder 
to do so, you must first take the spatula 
to the vase maker who will ask you to find 
him some clay. The clay is made from washed 
mud, which can only be found in the mine area, 
pulled out from the lava below. Once you have “| 
the mud, you’re going to have to washit.Togetto 
the washing machine, you have to fill in a hole 


‘Lea 


mud is washed, it’s back to the vase 
fho then makes the vase for you. Bring it © 
y whose vase you broke and he will reward — 
h information that might be helpful later on. 


execution. I’ve personally logged in over 25 hours 
with the game so far and have completed 100 out 
of 116 events that I’ve uncovered. | know there Is 
still so much more to go. 

While Tomba! 2 might seem like it’s all about 
puzzle solving, there’s more than a fair amount 
of action/platforming to be had as well. Tomba has a 
roster of moves/attacks he can pull off at any given time ,"9= 
and these can be upgraded and enhanced by a hostiof" # 
weapons, items, power-ups and suits found throughout the 
game. Some of the more memorable ones include the grapple, 
which allows Tomba to Swing d la Bionic Commando from 
platform to platform, and the Squirrel Clothes, which gives him | 
the ability to float for extended periods of time, thus reaching | f 
places that would be normally too far away to get to otherwise. | 
This game is action/platform heaven and will most likely appeal | 
to the hardcore, old-school gamers first and foremost. 

Lastly, Tomba’s graphics and music are some of the best 
the PlayStation’s e layed. The 3D engine screams 
with color and detail he music is reminiscent of 
rNESgames(ing  _ 
kind of way). 4 
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\. ' : While Tomba is one of the 
) yi j ] strongest, pink-haired jungle boys 


| 4 around, he won't be able to defeat — om 
yy | | the evil swine with sheer brawn = 
a’ , alone. Luckily, his own abilities can be 


a greatly enhanced with the help of a variety % el 
4 of suits found throughout his adventures. 


4 BIRD CLOTHES: The Bird Clothes is a 
= lightweight suit made of feathers which gives Tomba 
\ ‘ the ability to glide through the air, 
’ thus allowing him to stay afloat 
ms longer and reach items; 
oe and ledges that 
would otherwise be out 
~~ of his range. 


(& : 
SQUIRREL CLOTHES: The Squirrel 
‘, Clothes is a suit made from the fur 
of flying squirrels and is similar to the 
Bird Clothes, but offers even more 
‘abilities, such as protection from extreme 
cold, claws to climb icy surfaces and the 
ability to stay in the air much longer due fo 
its wing-like flaps. 


PIG SUTT: The Pig Suit gives Tomba the ability 

to converse with members of the pig tribe ds 
well as innocent villagers who are under the 
evil pig’s spell. In addition, it gives Tomba extra 
strength fo leap in the air 
and extra weight in the bum 
for a hefty butt bounce. The 

| Pig Suit can be powered up 
to a Swimming Pig Suit which 
# gives Tomba the ability to 
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Thankfully, Tomba’s not alone on 

» his quest to defeat the pigs and rescue his gal pal, Tabby. Along 

» the way he will meet up with an amusing cast of characters that 
“will help (and sometimes hinder) him down the right path. 


ZIPPO: Zippo the Pento-Bug is Tomba’s [+*a 
~_ right-hand man and constant companion. S 
"While he doesn’t always appear on-screen R-> 
(he likes to roost in Tomba’s luxurious jeu 4 
pink hair), he will come out during most * 
conversations to offer his two cents-worth. Listen to what 
he has to say and you'll find his information invaluable. 


CHARLES: Charles the Chimp is one of 
Tomba’s closest friends yet he can be on the 
irritating side from time-to-time. His devil-may- 
care attitude, tendency to wander off and an 
affinity for mischief translates into.nothing But 
trouble for Tomba. Be prepared to come to his did more than 
a few times during the course.of your adventure. 


KAINEN: This wise old man seems to have 
a lot of Knowledge about the countryside and its 
people. His travels have taken him far and wide 
and his wit and wisdom are invaluable. Whenever 
Tomba gets in a fix, Kainen just might mysteriously 
come to the rescue and help him out. If you want to save Tabby 
you'd be best to return the favor whenever he asks. 


genre: Action Platform origin: Japan 
published by: Sony # of CDs: ] 
developed by: Whoopee Camp available: Now 
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If you’ve bothered to read the text from this review, 
you've probably gathered that | really, really, REALLY 
liked Tomba! 2. While the game's cutesy Japanese 
look might not appeal to everyone (remember Ape 
Escape?), this is ag game that should not 
be passed over in lieu of some cheap, 
licensed port from many of the nameless 
other publishers out there. Tomba! 2: The 
Evil Swine Return is just about as good as 
it’s going to get on the PlayStation and it 
will literally provide you with hours-upon- 
hours of good, clean fun entertainment. 
You can’t ask for anything more than that. 
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xtreme: Why did you decide to develop a second Tomba!? 
Tokuro Fujiwara: As | was developing the original TOMBA!, 
_ | saw more possibilities and a new vision for Tomba. The 
original TOMBA! received very good reviews from the 
press, which pushed me forward to develop TOMBA! 
2. Originally, | wanted to create a truly fun game for 
kids that would leave a positive impact on them. TOMBA! 
_wds a good first step toward my goal, and of course 
TOMBA!2 will be the next step forward. 


EX: How does this game fit in with the storyline from 
| the original Tomba!? Does it occur right after the first 
yy Lif game or is there a gap? 
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Score? This is 


perfect for diggin 


TF: The storyline for TOMBA! 2 takes place one year late 
Tomba is living peacefully in the woods, and suddenly lear 
that his girlfriend Tabby is missing. So Tomba sets o 
on a journey to find her. 


PSEX: What was the reaction around the office when yc 
first presented the idea of pigs as the villain in a vide 
game for the original Tomba!? 

TF: At first, everyone was uncertain about the pigs. B 
their reactions changed once they played the game ar 
saw how cute and fun the pigs could be. 


Tell us a bit about the control scheme in Tomb 
2. How does it differ from Tomba!? 

/_ TF: Basically, most of the controls are the sam 
_ There are small changes such as the weapon sele 
with the shoulder buttons, etc. to make the game mot 

user-friendly. However, the most important differenc 
lies in the 3D elements of the game, offering an enhance 
more realistic and totally different feel to the control 
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You’ve made the move to polygons an 

3D with Tomba! 2, yet you’ve kept the play: 

restricted to a path. Why not open up th 

3D world for exploration? Do you think 
fully 3D world is a bad thing? 

TF: |wanted the user to feel the full flo 
of the game, from feeling the objects an 
thinking more creatively to experiencing th 

events that take place throughout the journey. Thes 
are the main reasons why | took this approach in TOMB/ 
2. | don’t think that a free roaming game is a bad thin 
and | may be developing a free roaming type game mysel 

However, opening up everything sometimes make object 

feel less important and harder to focus on, which | 
the reason | left the linear paths in the game 


“ PSEX: How has the move to 3D helpe 
| develop the Tomba! world? 

TF: Making the game 3D allows for a mor 
dramatic effect, utilizing the power of th 
PlayStation to its fullest. 


EX: Why did you decide to star 
Whoopee Camp? 
TF: | wanted to reflect what | felt an 
believed in as a product to th 
market. 


PSEX: What are some of your inspirations? What kinds of games, music and 
movies interest you? 

TE: i'm always at a loss when asked this question. Games, movies, music — | 
like them all and have been affected by many elements, but | cannot name 
a single media that has inspired me the most. | approach all of these elements 
more with my senses rather than logic, so it is difficult for me to select a 
single source of inspiration. 


SEX: Including voice acting in a game is sometimes akin to a religious war. 
Why include voices? Why not just stick with text boxes? 
TF: | included voiceovers to give hints to the younger audience and better 
explain the storyline. | also think that voiceovers give the story 
more impact and make it more realistic. 


As a developer, what do you think of the current 
industry focus on graphics above all else? Do we really 
need the “next generation” of consoles to move gaming 
forward, or is the focus on visuals resulting in pretty, 
but ultimately shallow games? 

TF: | believe that better graphics are needed, though 
better graphics do not necessarily make a better game. 
it is similar to the first impression you get from a stranger. 
You can’t truly judge someone without getting to know 
him/her deeply. But, at the same time, first impressions 
do tend to be affected by appearance. | believe it is 
the same with games. Visuals are the makeup and 
jewelry everyone wears. Sometimes it can be used 
to enhance our true character; on the other hand, 
it can also be used to cover up our weak parts. The 
same can be said about games. It is very important 
for the user to play and try the game, to feel the true 
characteristics, and make his/her own judgment which, 
in turn, will stimulate the creator to build a better 
game. This may not be the 
trend today, since users are 
fooled by the graphics, 
compelling the creators 
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to wear more makeup, possibly resulting in more shallow games. To make a 
deeper and more creative game, good graphics can widen the possibilities 
and express objects in more detail. But users must not be fooled entirely 
by the graphics — they must focus on the gameplay and judge the package 
as a whole. We are entering a new era of games now, with more “cans” than 
“can’t dos”. This allows for a totally new level of 
creativity, which the “next generation” machines 
can offer us. 


: What’s the craziest thing you've 
ever done to promote the game? Ever 
dye your hair pink? Hosted a Tomba! 
_ pig toss at the office? 
_ TF: Nothing too crazy... 


: Any other creative video game 
ideas? is PlayStation2 development 
something that Whoopee 
Camp is currently involved 
» in? Can you give us any 
# hints as to what you’re 

_ working on? 
TF: We are presently 
"ys starting ~=to build 
'“SOMETHING” for the 
| PlayStation2. | can’t 
\ / get into details, but 


¥ 


f t it will be something 


* totally different from 
TOMBA! 
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| Anything else you'd 
/ like to add? 
3 


Pm 


. TF: Plan on pursuing to improve 

video gaming as a form of culture 
} and media. Thank you for the 
' interview. 


activision 


Spider-Man for the PlayStation is actually the first 3D action/adventure starring Spider-Man ever. if 
there ever was a license ripe for a video game, this is definitely it. You certainly don’t have to worry about 
any shoddy Titus-style Superman game though, as the master coders, Neversoft (Tony Hawk) are the 
geniuses behind the product. As one of the most beloved and recognized comic book Super Heroes of all time., 
Spidey will be able to translate his unique, web-crawling abilities to the video game screen. seamlessly Expect 
to be able to shoot webs (allowing the player to use Spidey’s web-shooters in many different ways, includ- 
ing web projectiles, web nets and web shields), wall-crawl, web-sling from building-to-building, use his Spider 
Sense when danger is near, and jump, punch and kick his way through some of his most nasty villains. 
Players will explore exciting comic book locales and fight the likes of such baddies as Doctor Octopus , Scorpion, 
the Lizard and Kingpin. Spider-Man is still a ways off and we'll have hands-on coverage in next issue. 


activision 


The original Alundra, localized and released 
in the States under Working Designs, was a Zelda- 
esque, 2D affair developed by Climax (the mak- 
ers of the Shinning series as well as Landstalker on the Sega Genesis). The 
sequel, which has been snapped up by Activision, has been brought into the 
3D realm and offers up a host of new features and improvements from the 
last. Set in a fantastic pirate world, Alundra 2 puts the player in the role of 
Flint, a young renegade who must embark on a journey to defeat the evil Baron 
dnd his reign of terror — standard RPG stuff. Along the way, players will 
have to attempt to solve hundreds of diabolical puzzles and unlock more than 
ten mini-games integrated into the game’s over- 

all storyline. Utilizing a new graphic engine, the : ar 
game promises to immerse gamers with more fp" : 


than 40 hours of gameplay, where they can climb, 
jump, swim and slide through a variety of envi- 
ronments, including volcanoes, sunken ships and 
underground caverns. The game’s battle system fiun/- 


— 


and intermissions are all done in real-time. a 


electronic arts 


When Tony Hawk Pro Skater hit retail shelves last year, it was an instant classic. This arcade-style 
skateboarding game received one of our highest ratings ever (99% Platinum). Skate and Destroy from 
Rockstar followed suit, and while not quite as entertaining as Tony Hawk, it had its finer points. Somewhat 
forgotten in the bunch was EA’s earlier skate boarding attempt, Street Sk8ter. The reason being was because 
It just wasn't very good. Well, EA’s back with a second attempt with Street Sk8ter 2. This year, the main fea- 
ture of the title is the ability to build your own skate park. in addition, it’s possible to skate in four dif- 
ferent international cities featuring eleven different events. The cities include Miami, San Francisco, Moscow 
and Washington DC. You have two trick control systems to choose from — the amateur mode allows you 
to pull off more than 200 tricks — the pro mode which allows you to do tricks and combos. Of course, there 
is d multi-player mode, vid split-screen as well as four player link cable action. You can also expect licensed 
boards, such as Powell, and a licensed soundtrack from an array of “hot new artists”. 


psygnosis 


Continuing from where the original left off, Rolicage: Stage Ii takes the crazy, 
360 degree brand of racing developed in the first and expands upon it. After 
logging on a few hours behind the wheel, we can honestly say the sequel man- 
ages to push the game’s extreme, white-knuckle nature way past the original’s. 
If you missed last issue’s preview, here’s a laundry list of features and improve- 
ments found in Stage Il. For starters, the game will have 65 new tracks spread over 
five new environments. The developers have gone back in and tweaked the han- 
dling physics, making those irritable spin-outs a thing of the past. In addition, there 
is an all new, comprehensive reward system which consists of 16 game modes to 
be earned, 20 cars to unlock (with three unique paintjobs) and special “toys” to 
be uncovered each time the player wins a race. Some of the other unique features 
include five new leagues, 12 brand-new weapons, five combat arenas, 25 scram- 
ble tracks, 2 pursuit tracks for two-player mode, and a rubble soccer mode. 


One could say that Psygnosis has been hit and miss the last few years, putting 
out titles that from excellent (Wipeout 3) to just not good (G-Police 2).in most cases, 
the titles aren't bad, perhaps just not right for the US market as a whole. Team 
Buddies is their latest effort, and is described as a “stomping battle game big 
on multi-player mayhem and devilish strategy”. We don’t kriow exactly what that 
means, but needless to say, it’s aimed at the younger audience. There are eight 
worlds and 32 arenas and.64 manic missions in all, and the bottom line is that you 
go dround collecting and stacking crates together, then kick them open to reveal 
more buddies, weapons and vehicles. The look of the game is on the “cutesy” 
side but the action is somewhat addicting to say the least. We'll have more info 
next month. Who knows, Psygnosis could potentially have another Lemmings on 
their hands. 


Old flames die 
out, but I can 
always make 
new ones. 
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Eidos’ Fear Effect has come quite a long way in just the last few months. Developed by Chronos (Criticom, 
Cardinal Syn) this decidedly non-fighting game takes place in an alternate universe where a group of unlikely 
bounty hunters find themselves unwittingly thrust in the middle of a supernatural struggle. Fear Effect is def- 
initely a unique game, borrowing a little bit here and there from a variety of big-name games — such as Resident 
Evil and Metal Gear Solid and even FF Vill. The backgrounds and environments in the game are all pre-rendered. 
Yet, through the use of proprietary FMV techniques, they animate and come to life, to the point where the char- 
acters can actually walk around while a cinema/cut scene is taking place — very cool. The gameplay is a com- 
bination of puzzle solving, exploration and shooting with even stealth elements mixed in for good measure. 
Throughout the adventure, the player will get the opportunity to play as three different characters, and the 
game will automatically switch between them a la movie-style transitions. There is plenty more to report, but 
it will have to wait with the cover feature next issue. 


Need For Speed: No Limits is the latest in 
copa) this tried and true series from Electronic Arts. 
ucusmea, ThiS New version emphasizes a car’s career, affect- 
ing its value as you progress through the game. There are two modes of play, 
the first of which is mission-based and highlights your driving abilities. The sec- 
ond mode is a career mode, which keeps track of your driving performance 
through time. Cars need to be purchased and can be upgraded through per- 
formance and aerodynamic modifications. You must deal with supply and 
demand issues, ds well ds inflation in factoring your ultimate performance. 
There is also a series single race modes for you arcade types out there. if it 
seems like it’s all been done with this series already, 
don’t be too quick to judge. Although the concept 
is nothing new, NFS: No Limits looks to be an incred- 
ibly in-depth game that may jut compete very 
favorably with GT2. As this is one of our favorite 
franchises, you can expect plenty more info in the 
coming months. No word on the actual cars yet, 
but we'll let you know as soon as we do. 


The Army Men franchise from 3DO is rapidly becoming one of our favorites. the original Army Men 
was a great surprise and the follow-up, Sarge’s Heroes looks to have great promise as well. We liked the 
N64 version so much we put it on the cover of our Nintendo magazine, Q64. in case you haven’t heard, 
the little green guys are back, led by the hero of the green army, Sarge. Sarge’s Heroes starts where the 
original left off, embarking on new adventures. There are fourteen missions with five separate objec- 
tives. You have the opportunity to come across thirteen weapons, including magnifying glasses, M-80s 
and bottle rockets; any of which, if they fall into the hands of the dreaded tan army, could change the 
world as we know it. This series seems to have limitless potential, but the key, of course, is to keep mak- 
ing the games better and better. We'll let you know how Sarge does next month — we should have a com- 
plete review in the March issue of PSExtreme. 
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Squaresoft continues to crank out quality title after quality title. We don’t 
even need to talk about the Final Fantasy series anymore, it has proven itself to 
be the market leader that it is. That being said, however, Square has a lot more 
up their sleeve. Vagrant Story is a tactical espionage thriller set in medieval times. 
As you would expect from Sqaure, the battle system is very complex and allows 
you to not only target specific individuals, but body parts ds well, for a more “real- 
istic” combat feel. The story is somewhat convoluted and best suited for a 
review but, suffice it to say, one dude was framed and is now looking for revenge 
and tons of weapons to make sure his quest is successful. Like every other Square 
game there is more to it than meets the eye. It’s basically a combination of Parasite 
Eve, Metal Gear Solid and Resident Evil, if that makes any sense. A review copy is 
at least a month off, but stay tuned, we’re bound to have more info in the next 
issue. 


Square ea 


Front Mission 3 is a robot strategy game which features two intersecting sto- 
rylines and more than 100 hours of gameplay. it’s set in the year 2112 (wasn’t that 
a Rush album?) where the main character, Kazuki Takemura, whos d test pilot for 
a company called Kirishima Industries, learns that his sisteris missing after an 
explosion at a Japanese Defense Force base. Kazuki soon learns of a worldwide 
conspiracy that was responsible for the explosion and then begins his battle of 
good vs. evil. The game is set in typical turn-based combat, using robots as your 
weapon of mass destruction. There are two completely different gameplay paths, 
each featuring eight characters with customizable robots. While there have 
been plenty of military-based, strategy/simulations throughout the years, expect 
Square to put their own unique touches on this tried and true genre. 


ps 


YS om \ Always preferred 
f ‘my weapon to my 
woman anyway. 


— 2 
PlayStation 


WWwW.armymen.com 


© 2060 The 300 Company. All Rights Reserved. 300, Army Men, Real Combat. Plastic Men., and their respective logos, 


are trademarks and/or service marks of The 3D0 Company in the U.S. and other countries. PlayStation and the PlayStation logos 
are registered trademarks of Sony Computer Entertainment inc. All other trademarks belong to their respective owners 


All of you Armored Core fans out there have reason to rejoice, for you are about to receive what 
looks like the best Armored Core in the bunch. Armored Core: Masters of the Arena puts you in the role 
of a mercenary accepting missions that will have you infiltrating bases, rescuing hostages and destroy- 
ing hostile enemies. The game is packed with nineteen missions and over 150 arena competitors in 
eleven different classes of competition and features over 27 never before seen weapons. The game is 
incredibly deep with 20 two-player stages in vs. mode, ten for split-screen and 12 for CPU battles. Additionally, 
you can import saved AC’s from either of the first two Armored Core titles. if you’ve been waiting for 
the perfect mechanized robot fighter, this just may be it. The game is set to release sometime in the 
first quarter. Look for more details in the coming months. 
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For those of us that have been around a 
while, the Romance series from Koei is no stranger. 
The Romance of the Three Kingdoms series has 
been a staple for Koei in Japan and has grown in increasing popularity in the States over the last few of 
years. With role playing and strategy sims being some of the more popular genres on the PlayStation, it 
; c : Is no surprise that Koei is setting to release the latest in the series, Romance Vi. in this latest version, 
he Bim om, | mamas Oe (ARS fp | you have the opportunity to build, manage and control an ancient Chinese fiefdom while interacting and 

, directing characters from previous Romance titles. in addition, you iz 
also have the chance to gain entrance into the nobility and ulti- @ 
mately become the emperor. Obviously, this is a huge game and 
one that will keep you in front of your TV for quite some time. Not 
to let the novice out, however, Koei has also included seven short 
scenarios that offer simplified play to give beginners a chance to 
get their feet wet without being intimidated. We should have a com- 
plete review next month, as the game is set to release in February. 
Look for all of the details at a newsstand near you! 


Besides Ace Combat 3: Electrosphere, Namco has one other title in the works for the first quarter. 
Dragon Valor is a tribute to old-school-style arcade games — such as Golden Axe — except its gameplay 
delves much deeper. In the game, the main character must traverse throughout the countryside in the 
hopes of ridding the land of an evil dragon. Along the way, he will encounter both friend and foe who either 
help or hinder his progress. Luckily, the player (that’s you) will have a variety of moves, magical abilities 
dnd weapons at his disposal. While mixing in light role playing elements, Dragon Valor is predominantly 
about hack-and-slash arcade action. Money can be found (as well as left behind by slain enemies) and used 
to purchase items in shops and certain items and pick-ups can be used to power up your weapons and abil- 
ities. The game’s graphic engine is presented in a pseudo-3D fashion, where the character is kept on a cer- 
tain path. While not necessarily on par with some of their more graphic-intensive products (Tekken, Ridge 
Racer) the engine is more than adequate. This two disc adventure should be available in March. 
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The long 
awaited sequel 
to Gran Turismo is 
- finally here, and let me be 
the first to say, it was well 
worth the wait. Gran Turismo 2, 
from Sony and developer Polyphony 
Digital, packs so much gameplay that it had ii 
to be shipped as a two disc set! j POLYPHONY" 


For those of you familiar with the world of Gran C8 Sy Eri 

Turismo, you know that what made GT such da great ~<uu= 

game was the amazing visuals and audio sound f/x, 

combined with a multitude of cars and upgrade capabilities 
— for all of the vehicles. Well, these traits are back, but nearly 
sopepee double in scope. GT2 features almost 600 cars, twice as many 
tracks (more than 25), and upgrades that weren’t found in the . 
previous version. The two discs are separated by Simulation 
and Arcade modes, with the arcade mode allowing you 
to compete in a 2 Player Battle mode, Time Trial mode, 
and a Single Player mode that gives you quick access. 
to most of the tracks (and any car in your garage). | I’m getting ahead of 

myself, so let me back up for a moment and start at the beginning. _ 


First of all, Gran Turismo 2 is so deep and comprehensive that i shudder 
to think how many hours will be required to actually beat it. Currently, i’ve 
logged more than 250 “days” (as the counter keeps track of such details), 
and I’m only at 30% completion. i’ve got more than 50 cars in my garage, 

a million Cr (dollars) in the bank, and every license available. it’s hard to 
believe that i’ve got another 70% to go! However, once you step back and 
take a look at all of the options and game modes that are available, it doesn’t 
seem so hard to believe after all. 


Let’s start with the navigation of the game’s many menu 
screens. in GT, a lot of the options and features were placed GAME STATUS 
all over the screen, making for a visual mess, as well as a | 
haphazard way to get around. Now, all of the menu screens 
are cleaned up. it’s very easy to get from one point to the next, | Z | 
and things have been consolidated to further narrow the 
intended target. For example, the car manufacturers are put 
into one of four categories: East City (Japanese automakers), 5 Re ed 
North City (UK), West City (French & italian), and South City 
(US). There are four or five times as many car manufacturers 3 
involved in GT2 than there were in the original, so grouping =) GARAGE 
them together really makes it easy to find what you’re looking ae — 
for. Some of the new names include Ford, Shelby, Lotus, Jaguar, 
Alfa Romeo, Lancia, BMW, Audi, Volkswagen, Mercedes-Benz, 
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& Plymouth. The majority of the cars (probably 
close to 60%, if not more) can be found in the 
East City, where they offer New & Used cars (as 
opposed to “New-only” for the other Cities. Lastly, 
the racing screens have also been cleaned up, 
making it easier to note what you have and have 
not completed. 


This brings us to the major change in 
Gran Turismo, and that is the fact that 
each of the races now have a distinct 

purpose. in GT League, you must finish 
first in all of the races on one level before being able to move up to the 
next. With the Special Events races, when you finish first in a race, you j 
win a new car! Since there are over 100 races to compete in, there are reo2= 
obviously many cars to add to your collection! And, thanks to those new, Pe ee 
clean menus, you can easily determine which races you’ve won (there will 
be a trophy icon) and which ones still need to be completed. 


Speaking of events; in Simulation mode, there are four different types of 
events you can compete in — the Gran Turismo League, Special Events, Endurance, 
and Rally Events. Yes, there are now rally cars in GT, and even six tracks dedicated 
to them — including Pikes Peak! Sweet! The GT League races offer three different levels 
of races, where you have to finish first in each race before moving up to the next 
level. The Special Events races is the meat of GT2 and, as mentioned earlier, where 
you will win all of your bonus cars. Lastly, there are the Endurance races. Although 
there were a few of these events last year, now there are seven of them, and they 
can literally last hours (in fact, the Rome Circuit race is called the “Millennium in 
Rome 2 Hour Endurance”). 


Basically, everything about GT2 is better than the original and two fo three times 
as big. However, | still manage to have 
some issues with the game, and they 
probably just boil down to personal 
preference, but i’ll list them anyway. 
First, make the game more “American”, 
and by that i mean give us more cars 
outside of the East & West City realms. 
How many used Toyota Corollas and a 
Citroens need to be in the game, eS 
anyway? The Ford offering is mediocre, the Chevy lineup is 
pathetic, and Dodge and Plymouth barely have anything 
to offer. When you consider all of the history that these car 
manufacturers have, the number of cars they could have in 
the game is staggering. Second, with all of the other 
stats in the game, how about one that shows how 
much money you’ve spent fixing up your car? 
Sure, the 1990 RX-7 only cost me 6,000 Cr 
to start with, but now that I’ve put 
: ; Gran Turismo 2 is one 
every option into it, how much amazing game, and one 


have | spent on it? that I’ve enjoyed even more 
than original. The depth of the game 


is outrageous, the quality unsurpassed, 
and the soundtrack is killer (didn’t even 
get to mention all of the bands). Replay value 
is limitless, as there are so many cars to tinker 
with that you could easily still be playing this game 
into the NEXT millennium. 
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GENRE: | Strategy RPG 
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AVAILABLE: {NOW| 


As a big-time RPG fan, | always love getting in a new 
, game. Although game reviewers aren’t allowed the luxury of 

slowly wandering through a RPG and taking in the scenery (we have to 
bust through them as fast as we can), the experience is almost always a 
good one. Unfortunately, though, there are bad RPGs and we have to review those 
as well. Vandal Hearts ii falls into the latter category. 


From a purely gameplay and story standpoint, Vandal Hearts ii is an excellent piece of 

work. The story is a well-written narrative with enough twists and turns to keep you interested. The 

characters have motivation and drive pushing them to do the things they do — never does a character 

do something that seems out-of-line with their personality. The advancement system is fairly innovative. Skills 

are not learned by a character, instead they are learned by weapons. Skills can be transferred from one weapon 

to another, and weapons must be maintained. if a weapon is destroyed, the skill cannot be used. Although 
the system does take a bit of practice before you learn the intricacies, it does allow every player to build 
a highly customized character. 


Combat is turn-based, but plays out as if it were near-real-time. When you first enter a battle, you are 
allowed to place your characters and the computer places its characters. You then move your first character 
to a target point and give them a command to execute at their destination. This command can be to wait, to 
attack, whatever. Meanwhile, the computer is doing the same. The trick comes in how the moves are 
played out. Your character will move to it’s destination, then the computer will move. Control then 
Switches back to your character, who will execute whatever command you had given them, then 
the computer will execute its action command. After the cycle has completed, it will repeat with 
the next character. 


Because both characters move before executing their action commands, some strategy 
is involved in placing your characters. if you want to attack an opponent, you have to attack 
the square where you think they will be, not necessarily where they are currently located. 
This is because the computer might move the character before you can attack. The combat 
engine forces you to make predictive moves and attempt to force your opponent’s hand. in some 

ways, combat is reminiscent of a good chess game. 


Where Vandal Hearts Ii fails is in the actual execution of the game. The first and foremost problem 
is the load times. This game loads more than a first generation PlayStation game. Every time a new 
Scene occurs, a new conversation happens, 
or a battle occurs you are given a loading screen. 
Although the individual screens are short (only about 
5 — 10 seconds on average), they really break up the 
flow of the game. if seems that, no matter what you 
. do, a loading screen is only a step away. 


Graphics are another problem with the same. 
The battle mode is nice, but the rest of the game 
needs a bit of help. The character portraits are 
terrible, especially considering the wonderful @ 
character art in the manual. When adventuring through 
the world, only a small part is rendered. The world seems to be R 
floating in blackness. While it is a bit surreal, it doesn’t add anything 
to the game. in fact, it makes you wonder who was actually doing the 
programming. This is Konami, for crying out loud. We know their § 
&, . development teams can produce better visuals than this. | 
LINe yn 


On top of everything else, the game only has 
The saddest thing about Vandal ce) support for digital controllers. Both the vibration 


Hearts Il is that there really is a great a nalog functions are missing. While 
RPG in there, buried amidst the technical =a nda 8 functio P Ssing 


mess that is the game programming. Had it SS ” they aren't needed per se, they 


me 


been done by a different programming team or — : would have added something 
on a different platform, the game would easily be ~_ 
of Gold caliber. Unfortunately, the technical problems are to the _— 
too annoying to simply dismiss and, as a result, a good RPG 
has been lost. If you can suffer through the frequent load times, 
the poor graphics and basic digital control, you'll discover a diamond 
in the rough. Only the truly hardcore will be able to appreciate it though. 


——) average player will simply view the game as a lump of coal. = 
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Fishing REVIEWED BY: 
ALEX ANDREWS 


in my wildest dreams, |i would have never figured 
on the fact that the PlayStation would spawn (pun 
intended) this many fishing games. Good grief, in the last 
two-and-a-half years alone, there have been six fishing games 
released. What’s even more amazing is that they all do reasonably 
well... go figure! Last year, i reviewed what has come to be one of my 
favorites of the group, Fisherman’s Bait from Konami. Not to rest on their 
laurels, not to mention suck the last bit of blood out of the mass-market consumer, 
Konami has released Big Ol’ Bass: Fisherman’s Bait 2 just in time for your holiday pleasure 
and angling. 


What i liked about the first Fisherman’s Bait was the unabashed arcade feel of the same, 
Afterall, it was based on the arcade game. That feel is back with the sequel, although a 
few more sim-like qualities have found their way into this version. First off, the game is 
set up like every other Bass tournament game around. The rounds are time-based, keeping 
your largest catches for the final weigh in. if you finish in the top six, you get to move on 
through the rest of the tournament. Of course, you get to pick your position in the lake 
and the appropriate lure for the weather conditions. There is also a “free fish” option which 
allows you to learn the basics of lure selection and mobility, as well as the ins and outs 
of hooking “the big one”. Pretty basic stuff here. 


The main difference seems to be in the visual presentation. You get a nice 
live action PiP (picture in picture) screen that allows you to see the underwater 
action at the same time as above. All of this doesn’t mean that much though, 
as the game is pretty much the same as the original. Bass fishing hasn’t changed 
much in the last 20 or so years and, guess what? Neither have the interactive 
versions. One nice enhancement to this game, however, is the addition of a 
“fish the monsters of the world” mode. in this mode, you get to to go after some 
of the more exotic (and fictional) fish in places that are equally as exotic. it’s 
a nice break from the routine bass tournament. Equally as entertaining is the 
- analog and Dual Shock support. There really isn’t anything quite like watching 
a fish strike and feel it simultaneously. The fishing rod controllers are nice, but 

with the standard Dual Shock 
controller, you’re not really missing 
ees Memes SPOT SELECT say | anything. 

% ae All told, you really have to find a reason 
to play this same. it does everything very 
well and puts you through the paces at 
a very quick rate. There just isn’t anything 
really new here. if you played the very first 
Ase bass fishing game for the PlayStation, 
@* == you’ve pretty much played them all. Slight 

enhancements along the way make them 
a generally more interesting, but it’s still the 
same game. The only thing that really sets Big Ol’ Bass 
apart from the competition is its arcade heritage. You 
really don’t have to be a fishing person to enjoy the 
game. The learning curve is slight and the music brings 
you into the whole experience rather easily. Once 
you pick up a controller, you should be 
landing the big one in no time at all. it’s After spending a few 
not like there is a ton of action in quality days with Big Ol’ 
fishing games to begin with, Be roi pe ae Fa 
so being able to get right other fishing game, there is no reason 


into it is a definite : to rush out and purchase it. It’s not a bad 
game, quite the contrary — it’s actually one 
of the better fishing titles available for the system. 
It’s just the same bass tournament we’ve been playing 
for three years now. This one is recommended for fans 
only, otherwise give it a rental. 
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Flight sims, along with racing games, have been 
EVERYONE “ a staple in the video game industry for as long as we 
ook a can remember (especially on the PC side, where gamers tend 
ed . to be a little bit more tech-oriented). On the PlayStation, racing 
games have flourished while flight sims have been a hit-and-miss prospect 
at best. Without question, the best of the bunch has been the Ace/Air Combat 
Series from Namco. With the latest Ace Combat set to release soon, infogrames 
has sweetened the pot a little with their own flight combat game, Eagle One. Not exactly 
known for their flight sims, Eagle One and infogrames have quite a hill to climb. That 
being said, however, it’s time to put this bird through its paces and see what she can do. 


The setup of Eagle One is your basic flight sim/arcade combat-style game. in this instance, your 
bird of prey is an AV8-B Harrier Jump Jet. if you’re not familiar with the plane, it’s the jet the 
Marines fly which has the ability to hover like a helicopter. The scenario, presented to you in the 
form of CNN-styler video news clips, revolves around a terrorist organization which has taken 
over the state of Hawaii. Your squadron of Harriers is sent in to emancipate the island. Armed 
with a full load of air-to-air and air-to-ground missiles, you set out on a mission-based journey 
through a variety of different scenarios over all five Hawaiian islands. 


My biggest complaint with most of the air combat-type games that have been released is 
that they are slow and tend to lend themselves toward the sim side while shying away from 
their arcade roots. Well, here we are five years into the life cycle of the PlayStation, 
where the pathetic performance of sim-style games has been documented over and 
over again, and we get an aerial combat game that is mostly sim-based. There are 
some arcade elements, but the slow pace and shoddy control overshadow any possible 
resemblance to an arcade game. Don’t get me wrong, there is nothing wrong with 
a flight sim, it’s just that you need to make up your mind. Eagle One allows for an 
“Action” or “Sim” Mode but does neither one very well. if you’re looking for a full-on 
flight sim, this isn’t it, but if you’re looking for a little blistering arcade action, 
you'll also be disappointed. 


As you make your way through the agonizingly slow pace of the 25 different missions, 
you'll have the opportunity to attack air, land and sea targets. Your challenge lies in 
your ability to sustain little to no damage and to achieve maximum accuracy. if you are 
successful, you’ll climb in rank as well as 
achieve medals for your heroism. Additionally, 
you'll also have the opportunity to fly more 
than just the Harrier, as five different aircraft - 
make themselves available throughout the i ™ on 
————=' different campaigns. if you tire of the straight- es Sas 
- on Combat Mode, you can also select Dogfighting NPs 7 
or Cooperative play. i found the game to be ; oo ~ 
very repetitive with little originality in the = 
missions. The planes moved so slow at times, 
you'd think you were driving a truck. All around 
you are enemy planes screaming at the speed of sound, 
while you lumber around like a semi with three flat tires. On 
a positive note, however, the targeting system works very 
well and the first and third person perspectives both 
offer maximum visibility. The graphics are a little 
better than average, but the extensive use of 

ae “fog” is a little disappointing. it’s difficult 
pining Spica . enough to maneuver your jet without 
seen an air combat game on “= 
the PlayStation, so if you've just =, having to work your way through 
got to play one in your holiday down SS " ped soup. 
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time, than you might want to pick up Eagle 
One. My recommendation would be to rent 
it first, though. In my opinion, the negatives 
far outweigh the positives. 
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Those of you with PCs (and those of you with good memories) 
may remember the name Broken Sword 2. This game was originally 
released for the PC back in 1997 and a console version was slated for 
development. Unfortunately, Virgin interactive (the publisher at the time) 
imploded and the game disappeared from view here in the United States — at least 
until Crave came on the scene. Not wanting to miss out on a good game, Crave snagged 
the rights to the PlayStation version of Broken Sword 2 and released it. 


Broken Sword 2 is another game in the Graphic Adventure genre, otherwise known as “one of 
those point-and-click games.” Aside from validating the existence of the PlayStation mouse (what else 
do you use the darn thing for nowadays?), games in this genre don’t usually appeal to the hardcore 
players. As you might expect, the same is true here. The action in this game doesn’t come from a fast trigger 
finger or wonderful hand-eye coordination. instead, it comes from the gray matter that sits a bit above 
and behind your eyes. if you’re a casual gamer who enjoys a good book once in awhile, then Broken Sword 
2 is the game for you. 


The game opens in Paris where George and Nico (our intrepid protagonists from the first game) have 
just reconciled after a few months apart. We learn that Nico has been researching Mayan artifacts and wants 
to visit a local professor. Upon getting to the professor’s house, however, Nico is kidnapped and George (you) 
is knocked out. Thankfully, the bad guys have about as much intelligence as Dr. Evil — they set up an 
elaborate-but-easy-to-escape-from death-trap before leaving you to die. Once the evil-doers have 
left the room, you must free yourself, using nothing but the common household items at your 
disposal. From there, the story takes off and has you gallivanting around the world. 


The relaxed pace of the game ensures that even beginning players won’t feel overwhelmed. 
Puzzles in the game are logical and well-integrated into the story. Even when the answer isn’t 
obvious at first glance, it just takes a little experimenting to discover the solution. Although 
some of the individual puzzles can be challenging, the overall game leans toward the easy 
side of the fence. This is due to the fact that the story really only has one way to go. If you 
ever get stuck somewhere, the best advice is to talk to everyone and click on everything. 
Eventually, you will discover what you need to do to move forward. 


Visually, Broken Sword 2 is quite impressive. This is no doubt due to the fact that traditional 
animation has been used throughout the game. As a result, all of the action is fluid and smooth. The 
cinema scenes rival what you would find on 

Saturday morning cartoons. Unfortunately, one 
of the biggest problems with the game is caused 
by the visuals. Every scene in the game is intricate. 
There are plenty of things to see and do, and plenty 
of things to click on. The problem arises because 
the game was originally meant to run on a PC. items 
that were crystal clear on a high resolution display 
become hard to see when the game is run on the 
PlayStation through a television. in some cases, 
the item you need to find is only a few pixels in size, 
and located amidst a busy background. This can lead 
to a bit of frustration. 


Another minor issue with the game has to do with the size 
of the main character. Because he is fairly large, it is easy 
for you to move George in front of an item you need to 
pick up. it can be a tad bit annoying when you attempt 
to click on a small item, but end up ial er 

Although it might have 
George in front of the item. You then need taken awhile for this game 
to move him out of the way and try ge” to see the light of day on the 
aca PlayStation, it was well worth the 
gain. wait. Graphic adventure fans will enjoy 
playing through this one, and won’t be 
racking their brains over insane puzzles. 

Hardcore gamers, on the other hand, should 

probably pass. If you think Myst is the spawn of 


Satan, you probably won't like this game. Broken Sword 
2 is truly a game for fans of the genre. 
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" Back in 1983, | was a certifiable Q*Berholic. i played 

the machine at the local Straw Hat Pizza so often that the 
“knocker” inside the cabinet broke. While in Galveston, TX on a 
cross-country bus tour with our church choir, i missed a two-hour lunch 
break because | found a Q*bert machine in an ice cream parlor on the way 
to the beach. That same year, the only birthday present i cared about was the 
Atari 2600 version (a big disappointment, by the way, and evidence that the machine 
was no longer able to handle decent arcade conversions). 


When | learned that a PlayStation version was in development, i wasn’t optimistic. i figured 
that the developers would spruce up the graphics, add a few power-ups, and call it a game. At ES, it 
looked like they were going to do more with the concept but unfortunately the control in that early version 
was frustrating. All of a sudden, the game hit retail before we were sent a review copy — generally a 

bad sign! | thought they might have given up on the project and rushed it out the door. i stand corrected! 


Hasbro’s Q*Bert is one of the best remakes that i’ve played. it’s not easy updating a classic video 
game, either! If the new version is radically different (Centipede’s go-anywhere playfield; Missile 
Command's alien bosses), you risk eliminating what made the original unique or drastically changing the 
Feel of the game. If the new version is not different enough, however, the slight improvements may not 
attract a new audience (Asteroids; Space invaders). Hasbro has been more successful than most — 


Frogger, Pong, and now Q*Bert all managed to retain the essence of the originals and expanded 
them in logical ways. 


For those of you who might be unfamiliar with the original concept, it was simple: change 
the color of all the cubes in a pyramid by hopping on them. Bouncing balls impeded your 
progress, as did characters which changed the colors back and forth, not to mention a 
bouncing snake named Coily (whom you could lure off the side of the pyramid by using 
Spinning disks to take a short-cut back to the top). Like Pac-Man, the simple concept and 


easy-to-learn controls, coupled with colorful characters and fun sound effects, made 
Q*Bert a video game icon. 


The concept of the new Q*Bert is exactly the same. You are still trying to change the 
colors of cubes, and there are still enemies and obstacles in your way. Now, however, the 
game’s levels take place on three-dimensional structures instead of the single pyramid of the 
original. There are power-ups, different 
enemies, various types of cubes, and more 
puzzle elements — but all feel right for the game. 
Although Q*Bert lacks a level editor, there are 
six differently-themed worlds, each with five sub- 
areas containing about four to six levels each. 
That’s over 100 different puzzles! Not only does 
the look of the levels vary, but the enemies and 
puzzles are also different in each world. You can 
also go back to prior levels to access “locked” 
areds once you’ve reached higher levels. There 
are even secret bonus areas! 


If Q*Bert consisted solely of the adventure game, it would 
have been good. However, the designers didn’t stop there. They’ve 


T™ : 
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included the original arcade game — with either the classic 
§ look or updated with new 3D graphics. in addition, they’ve 
LINE Lyn included a head-to-head mode which, for once, 


doesn’t feel like a last-minute addition. With 
Fans will revel in the arcade- such variety, the game is able to rise 
perfect classic version, but the =. above the level of a mediocre 


big surprise is the new adventure SS 
cle It captures the spirit of the mx remake into a title which 
original while feeling fresh. Q*Bert may ~~ stands on its own. 
just be a simple puzzle game at heart, but it’s ~~ 
a fun and addictive one that was made for 3D. 
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Atari’s 1980 coin-op game Missile Command, originally 
titled “Armageddon,” played into the renewed fears of nuclear 
war caused by an increase in tensions between the U.S. and U.S.S.R. 
at the time. The object was simple — defend six cities from nuclear attack 
by launching your own missiles to intercept iCBM’s and smart bombs. if you ran 
out of missiles, you watched helplessly as your cities continued to be bombarded. 
When all remaining cities were destroyed, the same ended. 


Hasbro’s Missile Command doesn’t stray from the original concept. Once again, you must 
defend cities from missile attacks. However, the cities are located all over the globe and the 
attack comes not from the Russians but from aliens (a more practical enemy in these post-Cold War 
days). You’re the commander of a three-person missile defense team which, racially mixed and decked 
out in colorful jumpsuits, looks like something out of a campy 1970s sci-fi TV show. 


Storyline aside, there are two games in one — the classic version, and the modern “ultimate” version. 
Although “classic” Missile Command is still in 2D, the graphics have been beautifully updated. Gone 
are the old single-color backgrounds (usually black), replaced by “planetscapes” that look like 2.2 
they’ve been airbrushed. Although there are too few of them, the eye-catching backgrounds keep the ies (BONUS POINTS” 
look (if not the gameplay) from becoming monotonous. 


“Ultimate” Missile Command brings the game into three dimensions. Your missile launchers float — 
in the sky above and behind the cities you are defending. A radar is used to pinpoint incoming 
missiles and ships because the action doesn’t take place on a single screen. Your bases, which 
move together, have a limited range of motion but, as with the old game, they each 
contain just ten missiles to counter the attack. Despite the fact that the new graphics 
are in 3D, and look quite nice, the gameplay is still limited to 2D. Missile Command thus 
feels very much like the original — a little too much, in fact. 


One new element is the addition of alien “bosses” which you’ll encounter after a 
successful defense of each portion of the globe. These bosses contain weak points 
which must be targeted by your missiles, and you can now use the L and R buttons to rotate 
around them in space. in most games of this type, you are given several lives to discover 
the boss’ weaknesses. Here, since you are not defending cities in the boss levels, your game 
ends when your bases run out of missiles 

or are destroyed. Either defeat can take 

only seconds, as the bosses fire beams which 
can destroy a base or steal its missiles in a single 
pass. it is difficult to avoid these beams, and 
it is also hard to target the weak spots since 
both the alien boss and your bases are moving. 
If you lose, you’ll have to repeat the prior planet- 
based level (throwing off your rhythm) before 
you are able to face the boss again. Trying to 
figure out how to destroy it becomes a difficult 

and incremental process. 


Two things keep this game from receiving a higher rating. 
First, both versions of the game feel slow. This is likely due to 
the fact that the analog stick can’t replicate the speed and 
precision of the original trackball, and so the game never 
reaches the frantic pace of the coin-op. Second, the 
“ultimate” game is too similar to the original. The LING 
only significant addition, the alien bosses, are haa ponstiecaelshe 
much too difficult. Without them, you feel addition of power-up 
that you could play the game ”” missiles make the new Missile 
forever. With them, the game oe, eearesbaertivc aka ant 

comes to a screeching halt. 
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— graphically revamped classic version. The 
new game is still enjoyable, but it does get 
repetitive and the alien bosses make it quite 
frustrating. 
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The original Fighting Force brought the style of 
Double Dragon and Streets of Rage into 3D. Although | enjoyed 
the fact that nearly everything on the screen could be destroyed 
or used as a weapon, the game was too easy and too short. its only 
redeeming quality was the fact that two players could participate. You can 
imagine, then, that dropping the two-player mode would not immediately endear 
me to Fighting Force 2. 


Rather than the street fighting theme of the original, however, FF2 promised to be a 
futuristic espionage game. Unfortunately, the game only teases you with exploration/espionage 
elements. You'll soon learn that mission briefings, computer terminal messages, and so forth are 
all irrelevant. Your job is to mindlessly destroy everything and everyone in sight. 


If it were just a matter of simplistic gameplay, FF2 still might have been mildly enjoyable. The 
problem is that it doesn’t even do the basics very well. The graphics are nice, but many areas are 
too dark and there is no way to illuminate them. There are clipping problems, an occasionally erratic 

camera, and glitches that allow you to get inside areas you aren’t supposed to. Collision detection 
is also questionable — | had to punch many objects over and over before the game finally recognized 
that | hit them. Often | knocked an enemy down in front of me, only to have him stand up and be 
“transported” behind me due to a glitch. The game doesn’t let you pick up new weapons when you 
have a weapon drawn, so you have to stash it. Yet sometimes it wouldn’t allow me to put my gun 
away and, when trying to switch between weapons, it made me discard items that i wanted 
to keep! 


Enemy Ai is almost non-existent. Most will stand around while you make short work 
of their companions. if they have their backs to you, you can destroy everything in the 
room without them ever turning around! You can open a door, encounter an enemy, and 
) run out again — they won’t follow you. A few blows will take out even the nastiest looking 
Tn «  a © opponent, and if you are armed with a gun they become easy targets. Even the bosses, 

seo Ot Oe whom | thought would finally provide me with a challenge, were ridiculously weak. i 
also didn’t like the way that many enemies were “spawned” from dark alcoves. 


There are no puzzles involved. in order to progress through the facilities, you’ve only 
got to locate colored key cards. These are usually obtained by defeating enemies, but they 
might also be hidden in a box or locker. 
There really is no rhyme or reason to the 
placement of objects. A health power-up may 
be found inside a soda vending machine, but it 
might also be found inside a computer monitor. 
A gun-toting enemy may not always turn over his 
weapon when defeated — you’ll have to find 
weapons inside crates instead. Since you don’t 
know where the keys will be located, you’ve got 
to waste your time punching and kicking every 
last piece of furniture. You can also destroy things 
just by jumping on them — handy for smashing crates, 
but not so nice if you accidentally jump onto a barrel (it will 
explode and injure you). 


The nondescript levels feel large, but only because it 
S takes time to smash everything. You cannot save your 
progress until you’ve completed a level, but certain 


QY 
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LINE Ve doorways act as checkpoints (loading the 
Don’t be fooled by the nice My next area of the level). if you die, you'll — 


eG oF ine gomel Fighting Fors continue from this checkpoint, but 
2 is a mindless beat-em up — not 


a stealth/espionage game in the vein = ~ everything you've accomplished 


of Metal Gear Solid and Syphon Filter. If ~~ — opening doors and 
those games didn’t exist, we might think FF2 ~ defeatin emies — 
was “the bomb.” But they do exist, and in such ~_ ereating enemies 


company FF2 is just “a” bomb. —~ will have to be 
repeated. 
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By now, most everyone in America has heard of, read 
or seen a Tom Clancy novel/movie. They have been some of the 
most entertaining and well received stories in the last decade. | 
remember reading Hunt for Red October on a trip to the Congo back in the 
mid-eighties and thinking what a great video game this would make. At the time, 
my console of choice was the Sega Master System and my favorite game was Rambo 
iii. Ah, what fond memories indeed. Well, nobody ran with that idea then, but twelve years 
later, we finally get a video game based on a Clancy novel, Rainbow Six. in case you’re not familiar 
with the PC market, the publisher is Red Storm Entertainment which is Tom Clancy’s company. Rainbow 
Six first came out for the PC and, just recently, the sequel Rogue Spear was released. Both titles are very 
solid on the PC and have done incredible numbers at retail. Not wanting to miss a beat, Red Storm has 
released PlayStation and Nintendo 64 versions of the original Rainbow Six just in time for your holiday 
pleasure. 


As has been proven many times in the past, most PC ports don’t make very good console titles 
but, like the Bond titles, there is something about a Clancy story that just makes you want to play. For 
those not familiar with the story, you’re a member of an elite commando force that is combating terrorism 
around the globe. Much like Metal Gear Solid, Syphon Filter and any Bond title, you are tasked with multiple 
objectives, from rescuing hostages to diffusing bombs, etc.... What’s unique about Rainbow Six is that 
you control multiple members of your team. While it is played in the first person, it is really not your 
typical first person shooter, a la Doom or even Medal of Honor — it’s definitely more of a strategy 
game first and an action game second. Don’t expect to just go in and start blowing things away 
— this game is very much a simulation. There is no body armor to find, health pick-ups hidden 
away, or a BFG lying around to be picked up. Once you use all of your ammunition, you’re 
toast. Additionally, don’t expect to take ten rounds in the chest and only be wounded. 
One or two rounds and you’re KiA. The realism can be intense. if you are familiar with 
the book, you will notice that the game loosely follows the storyline, but it is not an exact 
duplicate. i was somewhat disappointed with that, but the gameplay makes up for any 
shortcomings in the design. 


Graphically, Rainbow Six is more than a couple of years behind the rest of the fourth 
generation PS titles. it looks like something we would have seen back in late ‘97. The textures 
are very edgy, the game is extremely 

framey and the animations are a little slow. tet 
it’s also very easy to lose your way within the nied 
structures; not because they’re complex, but 
because the textures just seem to lay on top 
of each other, and you don’t realize when you 
are transitioning into another area. The biggest 
drawback, however, is the control. The same was 
not originally designed for a console and 
subsequently, the user interface is extremely 
cumbersome. Switching weapons and selecting 
different team members to control is an exercise 
in frustration and a literal pain in the butt. Opening doors takes 
two hands, trying to get your hostages to follow you is downright 
maddening (they will get in your way and stand in front of you, 
unmoving, like complete idiots), and trying to go up ladders will 
make you want to throw the controller in disgust. Control 
issues aside, once you master the play mechanics, 
the game can be enjoyable, although somewhat cast an aineseacticen Ee 
short-lived. The levels, although very well nen Mlatal Geer Gold. cee 


thought out, are a little short and even a meses pense, we 
that matter, Rainbow Six is a fairly 
lack depth. enjoyable experience. The control issues 
and first-gen graphics critically hamper 
the end result, however. The game boils down 
to just another example of a quick and dirty PC 
port coming up way short. For the time being, stick 
with Syphon Filter, and only check out Rainbow Six if 
you’re looking for a one day rental. 
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With the exception of the denizens of the 
“rec.games.video.sony” Usenet newsgroup, few people outside 
of Japan have probably heard of Treasure. Yet they have developed 
d reputation as a designer of games for hardcore players, and EGM just 
listed them as part of the cutting edge. Well, i consider myself a hardcore 
gamer, yet | fail to understand where this reputation comes from. 


While | haven’t played many Treasure games before, that’s because most of them 
have never been released outside of Japan. Sure, they brought us Gunstar Heroes on the Sega 
Genesis — one of the classic 2D platform/adventure games of the 16-bit era — but that was two 

consoles ago! Have they learned any new tricks since then? Apparently not, as Silhouette Mirage is yet 
another 2D side-scrolling shooter/platform game which, aside from the anime-style cinemas, looks and 
sounds like it belongs in the Genesis/SNES era. 


I’m not going to knock a game just for looking and sounding old if the gameplay is adequate, however, 

and Silhouette Mirage plays well. You’ve got a lot of moves apart from the standard shooting and jumping. 
What makes the game stand out is that the main character is actually two girls in one. When she turns 
in one direction, her outfit is red (a Mirage). When she faces the other direction, her outfit is purple (a 
Silhouette). The majority of your enemies are either Silhouettes or Mirages. Your “shots” can only 
damage enemies of the opposite form, although it will deplete the spirit energy of similar forms. You 
can, however, reflect the weapons of similar forms (but not opposite forms) to deplete their energy. 


Although it sounds complicated on paper, in reality you don’t really need to think about 
it. When an enemy approaches, start firing! if your shots destroy the foe, great! if not, then 
just use the reflect button or change your attribute instead. The game will let you know 
whether a boss character is a Silhouette or Mirage in advance, so that you can change your 
attribute (if necessary) to respond appropriately. 


| don’t really have a lot to say about the game. For me, despite the neat premise, it was 
just an average game-playing experience. i would have preferred that the music and graphics 
took better advantage of the power of the PlayStation. However, the game played smoothly, 


the controls were easier to learn than i expected, and the levels and enemies were nicely 
varied (although often bizarre). 


My only real complaint concerns the fact that your energy is not replenished at the beginning 
of a new level. Silhouette Mirage gives players 
nine continues before the game ends, and allows 
you to save after every stage. The problem is that, 
until you complete the entire game, there is no 
level select option. So, for example, if you just barely 
make it out of Area 3 alive before saving, the next 
time you load the game you will start at Area 4 
with your life energy almost depleted. if you have 
no continues left, you’ ll never be able to start the 
game with enough energy to keep playing. 


I’m sure I’ll get e-mail from Treasure groupies 
complaining that i just didn’t “get” the story (you’re trying to 
protect a computer system responsible for attacking all life on 

Earth from being destroyed by the mutants it created), didn’t 
§ understand the complex characters (including a fish with a 

Ww girl’s head and green pumpkin-headed imps), or didn’t 

LINE Us appreciate the RPG-like aspects (you can purchase 
Silhouette Mirage is not a 
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“weapons” from rabbits). Whatever! The fact 
bad garne; but itis hardiythe "aie. is that, underneath the quirkiness, 
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stuff of legend either. Its Japanese San. Silhouette Mirage is just an 


Rone 


quirkiness isn’t likely to find —S mere ee 
~~ 


mainstream acceptance in the U.S. any 
time soon. However, since it’s a decent 2D 
scrolling shooter, if you like the genre you will 
probably enjoy the game. 
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After logging countless hours on the game | still have 
a hard time remembering the name: Gekido. it’s interplay’s 
entry into the beat-’em-up category. Reminiscent of the early 
Double Dragon and Streets of Rage days, Gekido will give you all-out 
arcade-style street brawling packed with big bad guys and even bigger fists. 


As the story goes, it’s 2011 and the Pegasus Corporation’s computer program 
has gone AWOL, and now the government is involved and is banking on your street 
savvy skills to get the problem under control. Rest assured you will be presented with little, 
if any, of the plot line while playing Gekido. it all boils down to how quickly you can do away with 
menacing attackers. 


Gekido includes six different play modes that offer a lot of variety and give the same a depth 
that the previous titles in the category lacked. The story mode lets up to two people pick from six 
beefed-up characters, each with their own style, special techniques and appearance (note: size 
does make a difference in this game). The story branches out several ways depending on which 
fighters are chosen, and, hence, different bosses will be encountered. Definitely something to be 
said for replay value there. The enemies you confront start off easy enough, but get progressively 
more difficult, meaning that by the time your reach the 4th or Sth level you better have your groove 
on or you’re in for it. One of the nice features of Gekido is that characters learn combos, 
getting stronger, more powerful and more complex as they go along. While button mashing 
may work initially, you will need to string together combos as you get later into the game. 

One of the nicest things is that almost the entire environment is interactive, walking the 
streets you will be able to pick up all kinds of weapons, power-ups, and items from the 
neighborhood. One problem you will confront though will be the lack of save points. 


The other five types of sameplay are all fairly similar, yet still vary enough to warrant 


u 
playing each of them. The arena mode is like a darker version of the Dreamcast fighter, : 
Power Stone. Up to four-players can battle it out in a small arena that is littered i 
with all kinds of goodies to pick up and use against the other human or computer “som 


controlled fighters. if it is a four player fighting game that you are looking for, there is 

no doubt that this is a great deal more fun than the only other one available for the 

PSX, Wu-Tang — no offense ‘Ol Dirty Bastard, you can kick my ass, | know. The remaining 

modes — Shadow Fighter, Team Battle, 
Survival, and Street Gang Battle are all 
extremely difficult and addictive. They utilize 
the arena-style fighting rings which result in 
fast action 3D brawling with lots of items to 
pick up and use. 


One of my major complaints is with the 
sound. The music is completely unmemorable 
and does nothing to add to the intensity of the 
gameplay; | could have seen myself getting 

really into the fighting if | had some bass 
pounding grooves to go along with the punching and kicking. 
However, the sound effects are well done and rather authentic. 


Graphically, the game is beautifully done, everything 
from the 3D environments to the polygon characters look 
great. Unfortunately, some of the areas are dark and 
it is hard to see exactly where you should be 

ing next. The lighting effects are awesome, : 
oe all of inn ccna and the - acta coin 
character’s special power-up J” great graphics, fun fighting, and 
attacks look great. —<— good depth. The multi-player 


options and arcade style will keep 
fighting and beat-’em-up fans entertained 
equally. It may get a bit frustrating at times, 
but overall, there is enough variety and depth for 
a good time. Just have to remember the name. 
Gekido. 
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MTV Music Generator is quite possibly the coolest product 
to come out for the PlayStation in a long time. it is also not a game 
in the traditional sense. 

The core of the program is a mixer and a sound sample library. in simple 
terms, a mixer is what allows different sounds to play at the same time. When you 
listen to a song on the radio, you hear the music, the vocals and the background sounds 
all playing at the same time, but they weren’t recorded at the same time. Typically, the song 
parts are recorded independently, then mixed together in a studio to produce what you hear on 
the airwaves. 


Great, so now you know what a mixer is, but what’s the point? Without pre-recorded music, the mixer is useless. 
That's where the sample library comes in. The samples are your pre-recorded tunes. By combining the samples 
in the mixer, you can make your own original music tracks. 


Before creating a song, you must first decide which type of music you are trying to create. The samples are 
separated by genre within the music generator — beat, drum n bass, house, rock, techno and trance are all 
represented. Each genre is split into the subcategories of bass lines, drum loops, melody, percussion, sound 
effects and vocals. At first, all of the different samples may seem overwhelming, but soon enough you'll come to 
appreciate the variety. 
Starting a masterpiece is really quite easy. The first thing to do is choose a genre. Samples can be 
mixed and matched across genres, but the final song will ultimately be better if you stick with one genre. 
Once you've chosen a genre, it is time to start listening to the samples. Find a bass line that you like 
and lay it down on a track in the mixer. Then, add a melody, a few drum loops and a few vocals. 
Throw in some sound effects for good measure and tweak with the timing and volume settings. 
Before you know, it you'll have your first song and, surprisingly enough, it might even sound pretty 
good. I'm not exactly the most musically talented person out there, but even i was able to produce 
some decent tunes with a minimal amount of fuss. 
Now you might think that the music creation features sound great, and they are, but the fun 
doesn’t stop there. in addition to the music, there is also a video creation program. This section 
allows you to plan and edit your own music video. You will cut and paste the video together from 
pre-recorded elements in much the same way that you assembled your song. Once the video has been 
assembled, hit the play button and watch your masterpiece unfold. if you’re happy with the result, 
you cdn save your creation to aq memory card. 
The music creator comes with some pre-assembled 
sample songs for you to use as inspiration, if you need 
them. 

In addition to the music and video creation 
features, the disc also has a CD player application 
and a music jam game. The CD player is pretty basic, 
but it will generate a video show for you if you like. 
Unfortunately, the video show is just a pre-recorded 
sequence. it doesn’t react in real time to the music. 
The music jam game is a small, one-to-four player game 
where players use the PlayStation control pad to create music 
“freestyle.” 


About the only downside to the program is the loading time. 
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03 Because the PlayStation has a limited about of RAM, there is a ae, thas FE f..tevter 
~ pause everytime you want to load a new sample into chee het ee dg 
LING Xr, memory. You need to load a sample into memory es 


Even though it isn’t a 2 , revi it. After vou’ ott 
pane, He MOY Mile before you can preview it. After you’ve gotten 


Generator is still pretty darn Seay some experience with the program and 
amazing. There is enough have” _ you know what fo look for ina 
gS pop ke occupied for hours. ~ — sample, you can spend less 

e mixer Is very easy to use, yet if Is = : 5 ; 
powerful enough to please even an expert —~ time previewing and 
user. The low learning curve means that anyone SS more time 
can just pick up a controller and play. There are no — 
complicated commands to learn and no music education ~ creating. 
is necessary. If you have a PlayStation, you need to check ~— . 
_ out this program. It is guaranteed to suck hours from 
) your life. It is that good. sine 
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GENRE: | Kart Racing 


PUBLISHED BY: | Acclaim wREeG Orr ance seo 
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AVAILABLE: {NOW 


If we did one of those USA Today-style polls and asked any given 
number of hardcore gamers the perfect sentence to describe Acclaim, I’m 
betting a good amount would say they are a company which churns out mostly 
crappy, sub-par, licensed-based products. While some of their efforts on the other 
consoles (namely the N64 and Dreamcast) have been excellent, their latest batch of PlayStation 
games have been nothing but a huge disappointment. While not wanting to dwell too much on 
the past and look to the promising future, their newest PS title, South Park Rally, is really more of a 
stumble than a step in the right direction. 


Developed by Tantalus interactive, South Park Rally chronicles the racing events of our favorite South Park 
characters as they battle their way across a variety of tracks in and around the fictional city of South Park, Colorado. 
All of our perennial South Park favorites are found here, starting out with Stan, Kyle, Cartman, Kenny, Wendy, Chef, Officer 
Barbrady and Uncle Jimbo, and ultimately ending up with another whopping 22 — which you open up as you progress 
from the game. Some of the secret characters include Big Gay Al, Death, Cartman Cop, Mr. Mackey, Mr. Garrison, Granpa, 
Jesus, Starvin’ Marvin, Satan and even Tweek. Heck, there are even secondary costumes for some of the more major 
characters. While having all of these characters in the game makes for a very large amount of variety (especially 
considering that each one has its own set of hilarious voice samples), you'll probably never get to play as them all 
without a cheat code, as this game Is just too damn hard — I'll go more into that in just a few moments. 


Like any kart-style game worth its salt, SPR offers up a variety of weapons and power-ups to pick up and use 
during the course of each race. You can stock as many as three at a time, cycle between them and even drop the 
ones you don’t want to keep. The weapons are all South Park-related in some way, shape or form and range 
from Chef's Chocolate Salty Balls, the Underwear Gnomes and Terrance and Phillip Turbo Farts to Bad Kitty, 
Wheightgain 4000, Mr. Hankey the Christmas Poo and Spooky Vision featuring Sadam Hussein. in addition 
to the weapons and pick-ups, the courses are littered with obstacles and pitfalls, such as annoying cows, 
snow plows, school buses, etc. 


While most kart games have you vying for third place or better, South Park Rally does things a 
little differently. Each race is a mission-based affair where you have to complete a certain objective 
before you can claim victory. One example is the Cow Days race where everyone has been infected with 
Mad Cow disease. The object of the race is not to cross the finish line per se, but to find the antidote 
floating somewhere along the track and then hold onto it until you are 100% cured. Of course, there are a 
group of other South Parkians in a frenzy trying to take it from you. Like this example, most missions have 
you collecting items then making a mad dash 

for the goal line or taking the go-anywhere track in ae 
a certain order. Having these mission-based races Is 
definitely a breath of fresh air for the genre, but it’s 
short-lived because the difficulty — especially the cranked 
Al of the CPU characters — is out of control. Adding insult 
to injury, the control is spotty at best. Each of the cars 
turn like a Buick without power steering, making tight 
turns a frustrating experience. Lastly, adding to the 
already insane difficulty, the 3D tracks are almost too 
big and too complicated. Often, you'll be asked to find 
an object, but have no freakin’ idea how to even get to it. 


As far as the graphics go, South Park Rally is a mixed bag. The game Pee ae (OO 
is definitely rough around the edges, but the same can be said about the 
cartoon show. Although, the slow frame rate is inexcusable and only adds 
to the control and difficulty issues. The sound and music on the 
other hand are very cool and first rate. All of the samples 
were recorded by Matt Stone and Trey Parker specifically 
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onsective for the game and the music fits it like a glove. ~ $e, here’s the bottom 
Fi “2 There’ xtended £ Pri , line: This game is only for 
é ere’s even an extended version of Primus Fa ne oe ple a Be 


South Park theme song — kick ass. : at that. It was a great idea for a 
; licensed game and, with a little more 
, time, effort and focus testing, it could have 
been so much better. Instead, we’re left with 
another passable Acclaim game based on a 
popular franchise. If you’re looking for a great kart 
experience, go out and buy Crash Team Racing. The one 


and only reason to even think about picking up this game gy 
is for the great sound bytes. a 
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, games have 
always been an 
entertaining venue on 
both the console and PC. 
The Playstation, unfortunately, 
hasn’t seen a ton of great sames. 
the best of the bunch is Hot Shots Golf 
from Sony. The offerings from Tecmo, 
Psysnosis and Konami have been miserable 
and those from EA have been uninspired at 
best. What made Hot Shots so good was its 
perfect blend of arcade style fun and sim style 
realism. EA recently published a game called Cyber 
Tiger which was a cartoon style arcade game that 
was surprisingly entertaining, but left the true 
enthusiast out in the cold. Enter Tiger Woods PGA Tour 
2000. Those of you that have been around fora 
while will recognize this as an evolution of this 
tried-and-true franchise, with the addition of 
Tiger Woods and some of the younger players on the tour. And, 
believe it or not, this year’s game is a blend of arcade and sim 
action. imagine that! 


The game is set up like every other PGA game from EA Sports. 

You start by choosing one of eight different modes of play; Skins, 

Shot-Out, Foursomes, Four Ball, Tournament, Practice, Driving 
Range and a new Tour mode. The Tour mode allows you to play 
in five different tournaments on five different courses. Once 
you've selected your mode of play, you then move on to your course 
and player selections. Your course selections 
include: the TPC at Sawgrass, Poppy Hills (my 
personal favorite), Badlands, the TPC at The Canyons 
and the TPC at Summerlin. Once you’ve selected where 
you are going to play, then it’s time to select who you’re 
going to play as. Obviously, as the name would imply, 
Tiger Woods is the feature golfer. You can play either 
as the six million dollar man, or against him. You can 
also play as Mark O’Meara, Brad Faxon, Lee Janzen 
or Justin Leonard. Notably absent are some of the 
“older” players, like Davis Love ili, Craig Stadler and 
Fuzzy Zoeller. Once you’ve made all of your set up 
choices, it’s time to tee it up. 


Like in the real game itself, what will make or break 
‘ate ‘. EN your game is your swing/swing meter. This is the first 
o.. 
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golf game that i’ve played that allows 
you to use your analog sticks, as well as 
the D-pad to control your swing. Let me 
just say, don’t even bother with the analog 
sticks, they’re freakin’ impossible to control. 
The D-pad based swing meter, on the other 
hand, is an absolute joy. Definitely the best 
swing meter of any golf game i’ve 
played. it’s very easy to time your 
swing and control your accuracy. 
The only real control glitches come 
in the putting arena. For some reason, the swing meter loses all 
of its touch when putting. One-Putfting is virtually impossible. 
You’re better off playing for the “gimme”. if you try to play 
for the one putt, you’ll be looking at a lot of three putts. This 
proved to be extremely frustrating the more i played the game. 
Like any golfer, i expected to get better the more | played. While 
this proved to be the case with the rest of the game, putting 
remained a complete mystery. 


As i mentioned earlier, EA Sports has combined your standard sim 
play, with a few arcade elements this year. the most significant is the ability 
to control your back spin while in the air. This saves you a lot of trouble 
on those errant tee shots and “what the heck” approach shots. in addition 
to the spin control, you also get your “monster shot” if you time your swing 
just right.(thank you Hot Shots golf) And for you hockey fans out there, you 
also get the glow puck effect a la a blue streak that trails the ball. Allin 
all, a nice combination and one that definitely adds to the shelf life. 


Graphically, PGA Tour 2000 is a lot better than i would have expected. 
The course recreation and player 
animations are very well done 
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/~ and the ball physics are true to 
D ropev wns Wace r life. Once again, the only glitch is a 
Poppy Hise the only course on the, @ | SZ a" | the putting. it’s almost impossible ‘ Bien 
pro ya seca to get a good read on the green = 
and the ball seems to travel at ” swoops a SS i 


Tees Par Rating v 
Blue 72 143 
White 72 7 13 
Red 72 68 


a pace all its own. When you 

approach the cup, the camera 

goes into a zoom mode and seems 

to pick up a ton of speed. if nothing else, it’s 

extremely akward. On the whole, however, it just makes 

trying to crack the putting riddle that much harder. 
The camera angles are also a little questionable. 

r = You never know what you’re going to gef, as 
the camera tends to switch in mid-flight. 

it doesn’t really affect your 

performance much, it just re) 

detracts a little from the PE | really didn’t think | was 

overall experience. oe 
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oa . it quickly won me over. The 
ye PARTS combination of solid play mechanics, 
= \WOODS . se + 

SHOT along with very entertaining arcade action, 


and mixed with some of the most popular 
players and courses, all add up to a quality game. 
The only real downfall is the putting and what will 
ultimately keep Tiger Woods PGA Tour 2000 off the 
unqualified recommended list. 
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. Sony Computer 
© Entertainment of America is 
wi i tees the sequet 
wi to our favorite golf game of all time, 
- _— Hot Shots Golf. Yes, Hot Shots 2 should be 
out soon and it will include a wacky 
cast of characters, a departure from the 
more laid-back characters that were in the 
original game. These guys, “Mel” in particular, are 
pretty funny. Mel does his best Rodney Dangerfield 
(Caddyshack) impersonation, complete with crazy plaid 
pants and hysterical dancing gyrations! By the time you’ve 
unlocked them all, there will be six new courses and ten 
characters (plus some hidden ones that are too cool to 
mention). The Mini-golf course is gone, and it has been 
replaced with a neat little par 3 9-hole course. There are - 
caddy voices that chime in with things like “You da man” ud “ 
and other witty phrases. As was the case with the : 
original, the gameplay is very fast and seamless, 
to the point where you forget that it’s not a 
cartridge! There’s also a new tournament mode that covers 
four seasons worth of play, allowing you to 
earn new gear as move up the ranks. 
Check out our complete review in 
the next issue of PSExtreme. _ 
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THQ hit bowling gold last year 
when they released Brunswick Circuit 
Pro Bowling, so they thought they'd try : 
to catch lightening in a bottle twice, what c= 
with the planned release of BCPB-2 in the Spring. What would 
a sequel be without all of the requisite enhancements 
a cnt and increased gameplay features? Well, for one, it wouldn't 
3 be a sequel, and two, it would be published 
by somebody with ten years experience with that LA A 4 
sort of thing (but we won’t name names, now will soe 
_ we?). Brunswick 2, as we're calling it, has all sorts 
of new and cool features, like a deeper create- 
a-bowler option, and game modes like Team Play 
and a Skills Challenge. There’s also a new “save 
replay” item, where for instance, if you pick 
up that 7-10 split, you can save the replay to a 
memory card and show all your family for years to 
come. Also new for Brunswick 2 are varied player 
animations and reactions from the crowd (we hear 
that Mike Aulby does the Lambeau Leap’). 
And, the Career mode has been. 
EVERYONE expanded to include invitational 
eee: games based on your career 
performance — how 
| cool is that? 
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Developed by sit 
ype, KILLER Welnowihet you Crave Entertainment and its respective trademarks are the property of Crave 
eure aM VE. Entertainment, Inc. All rights reserved. Crave Entertainment is a registered 


trademark in the U.S. ©1999 Crave Entertainment, Inc. Killer Loop and the 


PlayStation vee! am Lane : , , Killer Loop logo are trademarks of Benetton Inc. PlayStation and the PlayStation popped 


logos are registered trademarks of Sony Entertainment America Corporation Inc. = 
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re COX Sports 
interactive, fresh off of solid 
launches of their hockey and 
basketball titles, is gearing up for the 
baseball season with Major League Baseball | 
sai 2001. Now, the name may have some Phin i 
of you confused with MLB 2001 from 989 | Be 
Sports, because it has certainly got some : ler 
of us confused! Hopefully, EA won’t change the 
name of their baseball game to something like MLBPA 
2001, and really mess everybody up (although historians 
will note that they did have an MLBPA game for the 
Genesis). Anyway, FOX is bringing out all of their big suns 
for this one, as the game features the play-by-play and 
color commentary of Tim McCarver & Joe Buck. Shoot, for 
our Spanish speaking friends, they’ve even got Jaime Jarrin 
doing the commentary in Spanish. As far as the rest of 
the gameplay options are concerned, FOX has listed 
just about everything but the kitchen sink: 
hundreds of animations, create-a-player, tons 
of stats, all the stadiums (even the new ones), injuries, and 
multiple game modes. There will also be 3 
difficulty levels built into the game, 
a Home Run Derby, Season, Playoffs, 
and World Series modes. 
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Electronic Arts is hoping that 
fans of NASCAR will continue to buy 
anything associated with the logo, as 
NASCAR Rumble is yet another racing game 
for the PlayStation. The game takes the NASCAR cars and 
trucks and puts them in “real world” environments, like deserts, 
swamps, beaches, and mountains. The gameplay is arcade, 
with special powerups, multiple routes & 
shortcuts, crazy jumps and more. The “rockin’” 
soundtrack features a NASCAR favorite — Derek 
Trucks. C’mon, Derek Trucks, you know, the “Allman 
Brothers”? No, well, then this game probably isn’t 
for you. However, if you know the names Petty, 
Yarborough, Pearson, Allison, and Kulwicki, then 
tm a ~_¥ you’re more of the target NASCAR audience that 
lep 86 [Reettes HR odds. EA is shopping for. These guys, just like they were 
4.3 ae in NASCAR 2000, are part of the many hidden drivers 
si to be found in NASCAR Rumble. Now, we like racing games 
more than anybody, so we’re not ones to get down 
on the genre just for the sake of it. However, 
NASCAR Rumble is going to have to end 
EVERYONE up being something special before 
ook we’re convinced that the 
Sh wel. PlayStation, and more 
importantly, YOU, 
need it! 
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PlayStation! 


To enter mail a 4x6 posteat rt 
city, state, Zip code andte 
"NCAA Final Four 2000 & NBA: Sh 

PO. Box 34012, Los Angeles, CA 90034 


"NCAA Final Four 2000 & NBA ShootOut 2 _0O°Double Dribble SWEEPSTAKES” 
1. NO PURCHASE NECESSARY. Sw -ecc'sce8 Opa tolgal residents of U.S-onl 
2. ELIGIBILITY: Open only to legal residents of the U-S5 Pay lh ate ghd its paren: company, subsidiaries, divisions, affiliates, advertising agencies, MDS 
prohibited. 
3. TO ENTER. Send a 4x6 postcard (no envelopes please) with" your name, address, city, State Zip code and te’ ephone number and mail it to: "NCAA Final Four 2000 & NBA Shoe 
later than 2/11/00 and received by 2/18/00. Only one entry per day= ‘Sponsor assumes no responsibility for ist, late, warn misdirected, mutilated, illegible or postage due 
4. PRIZES/DRAWING: ONE (1) Grand Prize winner will receive one (1) «AO pee eee Bt Pe Ten, one (1} copy of NBA ShootOut 2000 videogame, one (1).60) NCAA Pinal Four 2000 basketball, one (1) NBA ShootOut 2 
#92000 mesh shorts and one (1) pair NCAA Final Four 2000 warm-up ae s (Appraximate etait value: — FIVE (6) First Pree winners will receive one (1) copy of NBA Sh i IGAA Final Four2goo vi ame and one (7) pair of. NBA ShootOut 2000 mesh 
TEN {10) Second Prize winners will receive one (1) NBA ShootOut 2000 T-shirt | Approximate fetail waive at $15}, Allapbarel sizes are adult XL. Odds of winning depend i ed; odds estimatedaé 5000. Winners will be select@dein a random daw 
valitt entries received. Drawing will be conducted by Media Distribution Services ("MOS"}am m@ependent sagingorganization whose decisions are final and bindi ngs , All prizeSawill be - and winners will be notified by mail Allow € 6- B 
( PRIZERESTRICTIONS: Limit one (1) prize per individual or household. Prizes are non-(reRSeeraBigaana substitutions are allowed except by Sponsor due to unavailaliilme case pr or be Of, equal or nal ifthe Grand Prize is won by a minor, it will bea ! 
og: Prize winners (or parent/iegal guardian of minor winner) may be required to sign @f ainidatt of eligibility/retease within sé¥ven.(7) days. of gotific ttempt. Failu urn the it in the fime notedmayr ee ol pf the entry and an alternate winnetia® 
"ols parent affiliate, subsidiaries, divisions or related companies are responsible for any damagéS} taxes orexpenses that ar might inour as @fesult of ° ; a and consent to Sponsor's use of their entries 
— “advertising OF publicity purposes without further consideration, except where prohibited by law Crtraints release, Sponsor. it PMP ees, diredtors, officers subsid i ig ct ot hk licensees. advertising and promofiona! age 
eo Tiability in Connection with their participation in this promotion or the acceptance or use of any prize. “== ES 
“By WINNERS’ LST. For the names of the prize winners, send a stamped, self-addressed envelope before 3/7/00 to: NCAA Fina Four 2000 & NBA Shootout 2000 
3 0s, Foster City, CA 94404 and Dimension Publishing, 1175 Chess Drive, Foster City, CA94404 mi 


( Angeles; CA 900342 Fach entry must be m 
property of the Sponser and will not be returned by Sp 


} Sports logo are trademarks of Sony Computer Entertainment America Inc. The "Offictally ‘he achlinidc Badou ee is th 
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unabout 2 


non-english text content: medium 


publisher: CLIMOGX 


Y’all might remember a little 
somethin’ called Felony 11-79 from 
ASCII a couple years back. Well, that 
was really Runabout over in Japan, 
and, well, now Runabout 2 is here. it’s 
strikingly similar to the first one, 
gameplay remains the same, car 
physics feel identical, graphics are a 
bit more polished, but still exactly the 
same style, and, yes, it’s a blast to play. 

This time around, you get emails 
outlining mission objectives that must 
be met in order to complete a stage. 
A lot of them are to get from one point 
to another as quickly as possible, 
others are to find an object and deliver 
it, then there are yet more random 
missions. The beauty of it all is the 
track design. Where the original 
Runabout featured only three tracks, 
this one includes a couple more than 
that, then actually uses the same 
course in multiple ways. So, while there 
may still be an overall shortage of 
tracks, it takes a bit longer to really 
notice it. 

Where the game really shines is in 
all of the secret and bonus objectives. 
Every mission can be completed ina 
variety of ways and every option should 
be explored. Finding different routes, 
causing more damage, or none at all, 
and discovering power-up items along 
the way are all part of the fun. There 
is an endless amount of exploration 
that can take place, depending on the 
vehicle chosen and the ultimate goal. 

The level design incorporates a 
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wide range of environments, from the 
bright lights of a Vegas-like city to wide 
stretches of Egyptian sands and 
deserts. There are a ton of objects to 
damage, dnd all carry a price tag. | 
found some real big money pieces 
buried within the ancient pyramids. 
The time limits for most of the missions 
will make you sweat, and getting the 
bonus vehicles is not easy. It definitely 
takes a strong knowledge of the 
courses and a strategic plan to get 
the extra goodies. 

The vehicles range from the great 
all-purpose pickup to several different 
scooters/motorcycles and a multitude 
of high-end luxury cars. The car physics 
have an arcade feel and the terrains 
they are driving upon make a big 
difference, though all of them can 
be brought into the shop and tuned 
up and customized. The analog support 
works great for steering also. 

One of the major disappointments 
with Runabout 2 is the music. The first 
one had a rockin surf soundtrack that 
was really cool to be listening to while 
cruisin’ down the road. This one doesn’t 
even come close to matching the 
original’s greatness, oh well. 

As of press time, word has it that 
Tecmo picked up the rights for 
Runabout 2 in the States. So, iam sure 
there will be plenty more info on this 
one in the months to come right here 
in the magazine. If you liked the first 
Runabout/Felony 11-79, then you are 
sure to enjoy this one. 

GREG 
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Nat's cool if you're 
Still gaming on a console. 


Oh, by the way, 
did one of you guys 
lose your blankie? 
Because we found one. 


3dfx PC Accelerators. There’s a better way to game. Most of us started out our gaming careers on a console. And that's fine. 


> But things change as we mature. We stop sucking our thumbs. We stop wetting our beds. And when we find out that PC gaming 


with a 3dfx Voodoo graphics accelerator is far superior to consoles, we stop playing on consoles. So check one out today. 


As for the bed wetting, we’re pulling for you. For more information, check out www.3dfx.com. $o powerful, it’s kind of ridiculous. 


The 3dfx PC Gaming Experience : Higher Resolutions | Hard-Core Games | Internet Play 


Free Levels Off The Net 


the PSExtreme 


historical ranking chart 


The EXCAVATE section is where we dig up ratings from past issues and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as 
a reference for those older games that you might have missed (or wish you had). 


PLATINUM GAMES Z ISSUE SCORE Shadow Tower December 1999 87% 
Spyro 2 Ripto’s Rage | December 1999 99% Thousand Arms November 1999 87% 
Tony Hawk Pro Skater November 1999 99% Chocobo’s Dungeon 2 January 2000 86% 
CTR: Crash Team Racing November 1999 98% Grand Theft Auto 2 December 1999 86% 
Dino Crisis October 1999 98% Jet Moto 3 ; October 1999 86% 
Final Fantasy Anthology October 1999 98% No Fear Downhill Mountain Biking December 1999 86% 
Legacy of Kain: Soul Reaver September 1999 98% Saga Frontier 2 January 2000 86% 
NFL GameDay 2000 October 1999 98% Chessmaster li August 1999 85% 
Pac-Man World September 1999 98% Gallop Racer November 1999 85% 
Resident Evil 3: Nemesis November 1999 98% Hot Wheels Turbo Racing October 1999 85% 
Wipeout 3 November 1999 98% — RC Stunt Copter October 1999 85% 
GOLD GAMES ISSUE SGORE Soul of the Samurai September 1999 85% 
Final Fantasy ViII October 1999 97% Thrasher: Skate and Destroy January 2000 85% 
Medal of Honor December 1999 90% Army Men: Air Attack December 1999 84% 
NCAA GameBreaker 2000 October 1999 97% Chef's Luv Shack December 1999 84% 
Demolition Racer November 1999 96% Konami's ‘80's AC Special September 1999 84% 
Jade Cocoon August 1999 96% Mission Impossible January 2000 84% 
NBA Live 2000 December 1999 96% Quake 2 December 1999 84% 
Pong December £979 96% Test Drive Off Road 3 November 1999 84% 
Tomb Raider: The Last Revelation January 2000 96% NASCAR 2000 Hovemberieoo 83% 
mae: Lost In Time sew toed dts 95% NBA Basketball 2000 November 1999 83% 
ge HOost wade Mec 99% NCAA Football 2000 October 1999 83% 
mob povember i 94% ‘Scrabble November 1999 83% 
ae aynem BEeMnor any? 9¢% Space invaders December 1999 83% 
spe rory 2 eon ene 93% “Twisted Metal 4 January 2000 83% 
seep inks senuehy See oe enilas January 2000 83% 
Meden NFL 2000 October 1999 93% Ready 2 Rumble January 2000 82% 
ape itz 2000 =e 2. Wu Tang: Shaolin Sle January 2000 82% 
pee coor 2000 ial i 25% NCAA Final Four 2000 January 2000 81% 
R-Type Delta August 1999 93% 
Si24 Storm Sctabar lose 93% The Dukes of Hazzard December 1999 80% 
WWF Attitude October 1999 oe feos quali <ous al 
NHL 2000 November 1999 92% BRONZE GAMES ISSUE SCORE 
Rat Attack December 1999 92%, —oombots ileal Sessa i 
Test Drive 6 December 1999 a. | |e Jarineiry 2000 as 
Tiny Tank: Up your Arsenal August 1999 92% ea dlibdain seprember 179 bade 
Youlon’t Know Jack November 1999 92% Alexi Lalas international Soccer August 1999 78% 
Cool Roarders 4 January 2000 91% The Phantom Menace October 1999 78% 
Cybertiger December 1999 91% Chocobo Racing September 1999 76% 
Knockout Kings 2000 December 1999 91% — ooane. NBA on NK aa ooo ate 
tavi ~— % murfs anuary 
Aanoee ee =~ Suikoden II October 1999 75% 
Driver September 1999 90% Touring Car Championship 2 December 1999 75% 
Echo Night August 1999 90% War Path: Jurassic Park January 2000 75% 
Um Jammer Lammy September 1999 90% Intellivision Classics December 1999 74% 
Vigilante 8: Second Offense January 2000 90% Xena: Warrior Princess October 1999 74% 
Worms Armageddon January 2000 90% G.Police 2: Weapons of Justice October 1999 71% 
SILVER GAMES ISSUE SCORE Re-Volt November 1999 71% 
Championship Motocross Featuring Ricky Carmichael October 1999 89% Killer Loop December 1999 70% 
Metal Gear Solid: VR Missions October 1999 89%  Shadowman November 1999 __ 10% 
Rising Zan: The Samurai Gunman September 1999 89%  TINGAMES ISSUE SCORE 
Tail Concerto October 1999 89% Dune 2000 November 1999 69% 
international Track and Field 2000 December 1999 88% South Park December 1999 69% 
NFLXtreme2 ~ September 1999 “88% Supercross 2000 January 2000 69% 
Supercross Circuit December 1999 88% in the Zone 2000 January 2000 61% 
Bass Landing November 1999 87% Tomorrow Never Dies January 2000 54% 
November 1999 87% Evil Zone September 1999 41% 
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what do all those numbers mean? 


“> The ultimate gaming 
experience, 


90-97% 
“Must buy” games; each carries our 


editor’s seal of approval andare 
recommended for fans of thatgenre, 


80-89% 
Good games, but lacking 


} insome area; only for © 
fans of that style of game. 


Dy igs 


70-79% 
“bi Mediocre titles that 


suffer from some serious 
flaws. Rent — don’t buy. 


0-69% 
Tin games are to be avoided 


atall costs. Only die-hard 
gamers would buy these. 
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By now, you are probably settling down into your post-holiday routine and, like all 
good gamers, your thoughts are starting to turn toward the Japanese launch of PlayStation2. 
Like Santa’s little helpers, Sony’s production line began churning out PS2’s back in 
October/November. Little by little, development kits have made their way past the initial few 
Japanese developers and are starting to arrive onAmerican soil. In Japan, software titles are being 
announced on an almost daily basis — although the majority of them won’t be of much interest 
here, the big titles seem to be moving along toward an on-sale date of March 4.All of our sources 
indicate that GT2000, the Next Ridge Racer, The Bouncer, Tekken Tag Tournament and Dark Cloud 
(among many others) will all make it on day one. 
Of course, many questions will continue to exist about the American launch of the system. 
Don't expect SCEA to confirm ANYTHING related to the US PS2 until E3 in May.While there are a 
_number of American publishers and developers that are working on titles, it remains to be seen whether 
or not they can have a significant impact when the hardware is released here in the Fall. | expect that 
both 989 and EA will have football games ready to go and the new Abe’s game might make it (although 
there is a question as to who will be publishing it) but, right now, it’s hard to determine if most developers 
will have had enough time with their “Tool(s)” to make it. It is my understanding that development on 
the PS2 is not going to be as simple as the Windows CE based Dreamcast.As many of you know, the 
main reason that the Dreamcast has such a large software library early in its life-cycle is that a number of 
companies (Ubi Soft, Acclaim, Midway, Infogrames) were able to port products that they already had in 
development for PC. There will be no such luxury for SCEA. 

Then again, | tend to believe that the Dreamcast is suffering from having too much software available 
right now (I wonder how Acclaim is doing with NFL QB Club 2000, as the third football game on the market?). 
If SCEA launches PS2 with 8-10 titles, five of them being of first-generation AAA variety, that is going to carry 

the system fora good six months. This effectively gives third party developers and publishers until Fall 2001 
to get their first games ready for release. If you look back at the PlayStation and view its year-one history, 
you will find a similar pattern. Although, | think, from a software standpoint, they are in much better shape this 
time around. 

Get ready;The future is almost here and we will have it in our hot little hands before you know it. Oh, 
yeah... One thought about the Fall of 2000; Monsters, Inc. will be huge and possibly the first game to bridge 
the gap between it and the movie it is based upon. 


— David Jon. winding 
: ee ale 


Dave 
dwinding@quake.net 


Yes, another issue has come and gone, but fear not! 
While you have spent your time wistfully reading each 
and every page of this month’s PSExtreme, we have been 
hard at work, fervently putting together the next issue. 
And, when that joyous day does arise and, you run down 
to your local software retailer or newsstand to check 
it out, all we ask is that you drop a measly $4.99 and 
not read the whole thing while sipping 
on a Mochachinno from the Starbucks 
next door. Is that too much to ask? Well, 
even if that is how you get your 
PSExtreme information, we like you 
anyway. Like it or not, we see it as our 
job to keep you informed. 


‘Spider-Man. } | Cede 


On the cover 


We talk to the makers 
of Die Hard Trilogy 


Special Feature 


Eclusive 


’ iT he Cover! 
Fear Effect 


Exclusive 


Exclusive 


Even more PS2 info Legend of Dragoon 


Ose 


—— 
— 


-_ 


Wits Arine. iia? Say Connie Entertainment ine: “Spyro The Dragon 61996 Universal interac dive Suidiog: itegse va e198 se Seay Coroputer Entertainment Fifth Element ©1998 Kalista Siectsivaieak jor Raider ae Tomb Raider Fate ORE 


s 


— 


Creait Card Orders, Call 


ip: 


we e 


add $10.00-for shipping ont Rending: CA residents add 8.25% sales tax fo strategy guide orders. 


610550 Prite: Valid ior PSE sions subseribers soaks All others pay full retail priced $14.95; 5plus chipping & handling charges. Dou ries to specify which guide you're ordering by mail. inside the U.S. ate et oe 
Ripping tenes each Dee. side) Canaria & Mexico aod $9 00 for snip and handling. Civereser Orde 


‘ttademarks: of Eidos interactive, All rights yeservéd.“Crash Bandicoot”, “Crash Baridicoot 2 Cortex Strikes Bank” aod the Crash Bandicoot Joggs.are trademarks and copyrighted properties Of Universatinterac tive Starkos inc-Soyice code ©- 1906 
Naughty Dag; tac. The Sony Conmiputer £ntertainment-togo is a trademark of Sony Corporation Aésident EvitS1997 Capcom, Cor Lid ‘Blasio’ ¥.1997 Sony Computer Entertainment inc: Cuyates 
narks of Sony Computer E meee. 


GEXc character eresragenjarks of Crise Dywnice: ‘os ee Dynamics. All rights reser ved. i PigyStation ons" the PiayStation oe are besa 


Sn 


we fe a er 
~ > ~ = - . 


peeeeeienaes OTE AY (SE NY ONE GI iti) BEIM 


— 


= 


LE ‘= 


Pipes te Cayetel. Dynamic Soap MONE, a 


oe fe 
~ 


989 StUdi0S .......0s.ceccerverere Sy Bis) OO 
Acclaim ...........24, 25, 26, 27, 28, 29 
ie 
EidOS.......000r0e00e00000010, 13, 44, 45, 55 


Fox Interactive seecccccoesoesosoooooscoescoes 5 


Infogrames SeCeeeoeeesooooeoseeeseeeeeeeeeeeeS 1e 


i iisciiisiceidiiaicinmanecnll 
WAMICO serscocosssoerrsoserseseeoernesere 16, 17 
A RE 
Talke 2 /ROCKStAY .sssssssesrssoen8, 9, 83 


The 3D0 t) ssidiisibiaedanieiaaeteatianel 1, §3 


eS meameciete Aral 


{ircuane eae enosta 


EVERYONE 


r) 


CAD 


GPR 


. 
ites, tied 
<te tngs Ah so naa 


ar oRT Ss 


MetiCa tac. 


a 
$a adet sea 


gat 
im 


ine 
Hi 


ceria 
Pheig 


vier t 
age 


itéea 


1 


- 
. 
eed oe 
us 
ied 
a 
= & 
ast “— 
“ave eg 
> = 
= 
a 
soy 
ae eal 
= eR 
—— 
~~ > 
Nesey 
swe: ny 
= % 
ae 
ae 
ae Wn. 
- : 
> 24 ‘ See Te 
“«" 


ts 
Hes 


_ Just days after surviving the grisly disaster at the mansion lab, 
Jill Valentine resigns from §.1.A.R.8. and attempts to escape a 
nightmarish city in ruins. Trapped in a town crawling with hordes of 
flesh-eating zombies, hideous mutants, and a relentless new nemesis, 
_ghe must rely on cunning and brute force to stay alive. What she soon 
_ discovers is that the evil created by Umbrella Corporation’s bio-tech 
terror is even more horrifying than she ever imagined... 
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